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SOFTWARE 

EXPRESS Ltd. 




NEW RELEASES!*! 



SPECIAL OFFERS!!! 



ALTERNATE REALITY (THE DUNGEON).... DISK £19.99 

GUILD OF THIEVES™, — , . DISK £19.95 

KNIGHT OKC - > CASS £14.95 

KNIGHT ORC..„ DISK £14,95 

DRUID...^..**™.™,™ CASS £7.95 

DRUID . „ .„..„, DISK £12.95 

THE LIVING DAYLIGHTS CASS £9.95 

THE LIVING DAYLIGHTS .™.„«™ DISK £14.95 

ARKANOID., „...„ CASS £5.95 

ARKANOID,...,, , DISK £14.95 

DARC — CASS £3.99 

DA KG- - DISK £7,99 

JOE & THE NUCLEAR CAVERNS CASS £3.99 

JOE & THE NUCLEAR CAVERNS..^...-..,- DISK £7.99 



CONVERSATIONAL FRENCH „ 

CO N V E RS AT ION A L GERMAN. 

KINGS SIZE {50 GAMES) — ™„, 

FIRST STEPS WITH THE MR.MEN..., 

MICKEY IN THE GREAT OUTDOORS 

MOUNTAIN KING 

MINER 2049ER ... 

BA SIC (400/900) 

ROSENS BRIGADE CASS 

CLOWNS AND BALLOONS, CASS 

SEA BANDITS CASS 

FOOYAN CASS 

ONLY £5.00 EACH It! 



CASS 
CASS 
CASS 
CASS 
DISK 
CART 
CAKT 
CART 
DISK 
DISK 
DISK 
DISK 



POT.E POSITION CASS 

LONE RAIDER,,.,,.-, CASS 

ONLY £2.00 EACH III 



TRIVIAL PURSUIT 

THE ULTIMATE COMPUTER BOARD GAME FOR THE ATART C/D £14.95/£ 19.95 
XLENT SOFTWARE 10-PRINT- 

ALLOWS YOU TO PRINT, EDIT FONTS AND DUMP GRAPHIC S SCREENS 
TO A 1029 PRINTER (DISK) £14*95 

THE FIRST XLENT WORD PROCESSOR 

"ANTIC" MAGAZINE AWARD WINNER FOR 1587 (DISK) £29,95 



MAGAZINES - back issues still available - phone for details 



ATARI 130XE COM PUT E R / X C 1 2 DATA RECORDER PACK 
INCLUDING JOYSTICK AND 6 P ROGR A M ES! - £B9i>5 



MINI -OFFICE II . £19,95 

SYNCALC (DISK) - ADVANCED SPREADSHEET , £45>,95 

SYNF1LE (DISK) - ULTIMATE FILING SYSTEM £49.95 



ETC SoPTTOTrC V. 

fit' J KSI'KILSS 




THE 
ONE 
STOP 
ATARI 
SHOP 



021 328 3585 
021 643 9100 



O.S.S PRODUCTS 

THE WRITERS TOOL (ROM). £69.00 

BASIC XL (ROM) . £59.00 

BASIC XE (ROM) £79,00 

MAC/65 (ROM) £159,00 

BASIC XL TOOLKIT £29.95 




ATARI 
ST'S 
AVAILABLE 
FROM 
£259,00 
PHONE 




Thli Advert wai Ijpr^rt fm 
an Abirl S't usln|{ h'kct 
Street Pu blither, and out- 
put Id ■ Qtnt l's« !h- Laser 
Fritter* 



ATARI 400/800 OWNERS "THE PROGRAMMER 
CONTAINING BASIC ROM & MANUALS 
ONLY mnmmmm £7.95! 



SEND OR PHONE FOR OUR LATEST PRICE LIST 
ATARI V.C5 /XL/XE 520/1040 (PLEASE SPECIFY) 



BOOKS 



DE RE ATARI - A GUIDE TO EFFECTIVE PROGRAMMING..,. £17.00 

ATARI TECHNICAL REFERENCE; NOTES £17,00 

ATARI I30XE HANDBOOK (XL/XE BASIC MANUAL) £8,95 

OTHER BOOKS AVAILABLE - PHONE WITH REQUIREMENTS 



ATARI 



JL 

ATARI 



ATARI CARTRIDGES 
ASSEMBLER EDITOR £19.95 

CAVERNS OF MARS £7.95 

DEFENDER £7.95 

DIG DUG £7.95 

DONKEY KONG JNR. £7.05 

JOUST £7.95 

LOGO £29.95 

MICROSOFT BASIC II - £19,95 

MISSILE COMMAND £7.95 

MUSIC COMPOSER £7.95 

SKV WRITER £7.95 

STAR RAIDERS £7.95 

TENNIS £7.95 

TYPO ATTACK £7.95 



DEALER and OVERSEAS Enquiries Welcome 



514-516 Alum Rock Road, Alum Rock, Birmingham* Telephone: 021 328 35&5 
212-213 Broad Street, Birmingham. Telephone: 021 643 9100 



JL 

ATARI 
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News 0 

All the latest from the ever-changing world of S bit Atari. 

ROliloC g 

More amazing exploits with our resident Atari adventurer. 



Fun with maths 

An easy-to-use routine to help the kids with mental arithmetic. 

Reviews 

Our evaluation team takes a look at the latest software releases. 

Good old games 

We reminisce with classic cartridge software from years gone by. 

MicroLink News 

More about Britain's nationwide online database for micros. 

Dicer 

There's fun for the whole family in this adaptation of Yahtzee. 

Mouse Driver 

A useful routine to make your joystick simulate a rodent. 

Games System 

Now the dust has settled: An in-depth review of Atari's XE 



11 
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18 

20 

21 

26 
28 



File Converter 3 7 

Solve the problem of pictures saved under different formats, 

Subhunt 32 

Survive the enemy submarines in this fast-action arcade game. 

Communications 37 

Need a modem? To help you choose, we answer all the questions. 
Easy Programming 39 

The start of a new series to help you get to grips with Atari Basic. 

Poster Prin ter 43 

A superb utility to create double-size screen dumps. 

Five Liners 44 

Pri2e-winning mini programs sent in by our clever readers. 

Hints and Tips 47 

Get more fun out of games with help from other users. 

Gadgets 43 

Menu control the easy way with this ultra-sonic switch. 

Software Solutions 53 

Our resident expert helps to solve your programming problems. 

Computers in Action 55 

This routine wilJ add more than punch to your drinks cabinet. 

Ma if bag 57 

The chance to get your news r views and name in print. 
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R ] T I S H BROADCASTING C O K l> 0 K A T I U IN 



\1 



c h n <: o m r u T E n 



It operates at 4 million 
instructions per second. 



It's trie worlds fastest 
microcomputer. 



It has been voted the 1987 
microcomputer of the year 



f Hiimi-.'Sinall BiMin*« Cibrgcrr iif lh» Bniiih MifrooDmpulinp \»jrdi 



/{rchimedes 




[> In addition to BBC : Basic V, high level langu ages such as T 
and ^scaP can be used for specialist applications hilly 
exploiting the computer! outstanding power, graphics 
and speed. 

P> The huge potential of Archimedes dnesn*l slop there- The 
3I0M with its built-in l*(! emulator ran run Lotus 1.2,3? 
1) BASE 11 If MS-WOBDf and other popular business 
programs available' under MS-DOS? 

[> With prices starting at £749 exc. VAT lor the 305 with mono 
Tnonildi-iind rising lo £IO!*ii exrVVI forlhrllOM wilh 
colour monitor, the Archimedes 300 series represents 
unparalleled value lor a computer system of suc h capability. 



Mv%t\ *!l<™i» IhW l»lhe AnIiirnttVH Mt with rol«jrmcirTiili"-and in- ludn- Mnn-- 



At an operating speed of 4 million instructions per second 
just about cverv thing you do happens instantly. With this 
kind of power at your fingertips the advantages are 
enormous, 

P> Already Archimedes* has won the British Microcomputer of 
the Year awartba clear winner against the other two finalists, 
the Amstrad IS 12* and the Amiga 300* 



PRIORITY REQUEST- 



I'taasr send me an informaLitm pack on Arrhimedes together 
with u list of dealrrs. 




Q Tick here for written details, iti the 0% hnaner deal 
available tfircMj^h purrii ifKiling dealer*. 



Acorn t'nmpulers Ltd.. 
FREM'OS*r4:«S,BSI 5Y\ 



Acorn 

The choice vA experience. 



-ORiniONKt^JOHKMOti — 



0* (APR 0 % ) FINANCE FOR LIMITED PERIOD 

[n*r«* frwcrwtounaihljfo rmali Arrhimed™ ^..i. during ihr P rri«Hl IMXI toSUMfc Maximum ptriod pf«*dil 12 montfeSuhjrH lotfrtu. 

VrilLrn i^mHuli vililiibN- uil rn|lli"--< friiin iHrlhipdlinjltWh-nt »lui drr li.-. nci'd itihiIiI lin»lu-fe. 



■Anntrnd ISkiiaa trad* c( Arn*tr*d C onnamcr ElctU*nlci pfc- 



■MI'.l .1.- .nurkol ihf BnlMh lln-J,-*!** Caqmnlwu. *MS-lWS«id MS-TORI) m u.de ™rk*..f MinraBNtwponlH.r.. 

»L«w l,2J i*»1r*dr mirk.>< LatmCeTfjOTMian. *D BASF l» imrudp rnukiil AihNW-Tate. 'hmi^rn 5lXl a ■> tra Jr mark < ■.■■■dr** Buan.M* " 



■Anhi 



trade mirfc «f V"m I miifjniiri l.cd. 



News 



Record 
turnover 



K 



selling well 



SALES of Atari's VCS 2600 
and XE games/computer 
systems have been high 
despite a TV advertising 
campaign setback. 

The p rob fern arose when 
the Independent Broadcas- 
ting Authority objected to an 
advert scheduled to be 
shown during prime child- 
ren's watching time. 

One reason given by an 
IBA spokesman is that The 
advert put forward by Atari 
did not comply with its code 
of practice. The section that 



Atari seems to have been in 
breach of states: "Children's 
ability to distinguish 
between fact and fantasy 
will vary according to their 
age and individual per- 
sonality, 

"With this in mind no 
unreasonable expectations 
of performance of toys and 
games must be simulated 
by the excess use of imagin- 
ary backgrounds or special 
effects". 

By the time Atari had 
produced another advert to 



promote its machines for 
the Christmas market all 
remaining slots had been 
sold., leaving the company 
well and truly out in the 
cold. 

Atari spokesman Peter 
Walker refused to comment 
about the ad content or 
problems with the TV cam- 
paign. But he did say that 
"sales of the games/ 
computer systems are high 
and do not appear to have 
been affected by the lack of 
advertising". 



The very 
devil to 

pay over 
games 



HUBBLE bubble toil and 
trouble for Red Rat Software 
games Little Devil and 
Nightmares, 

They have been banned in 
France and Italy because 
they are considered to have 
occult connotations. A 
major UK distributor 
refused to handle the games 
in this country for similar 
reasons. 

Red Rat director Harry 
Nadler told Atari User. "I 
can't understand it, Little 
Devil is nothing more than a 
harmless arcade game with 
no evil intent at alt 

JJ Nightmares contains all 
the ingredients of a classic 
fairy tale with no harmful 
additives or colouring for 
people to worry about. 

"If the games were 
enticing children to start 
dabbling with ouija boards 
or something like that then 
there could be □ justified 



complaint". Both titles were 
reviewed in the December 
issue of Atari User. 

Niels Reynolds, who 
reviewed Little Devil, said: 
"I can see nothing evil in the 
game at ail. 

"In fact the opposite situ- 
ation exists, with the little 
devil doing good by trying 
to free lost souls and break 
out of hell himself". 

Silica Distribution had 
originally banned both 
games, but has relented in 
the case of Nightmares. 

Their spokesman John 



Hambley told Atari User: 
"We are now handling 
Nightmares - but Little Devil 
remains on our banned list, 

"We consider the title 
unsuitable for general dis- 
tribution and refuse to stock 
it for the same reasons as 
we do not stock Lucifer's 
Realm, Leather Godesses of 
Phobos or Strip Poker". 

Says Nadler: "The French 
and Italians and Silica Dis- 
tribution are all judging the 
book by its cover - 1 doubt if 
any of them have played the 
games at all". 



ATARI has achieved 
record results in the third 
quarter of its financial 
year. 

Sales were $80.4 million 
- a 34 per cent increase 
over last year's third quar- 
ter when sales totalled 
S59.8 million. 

Income was $8 3 million 
compared to $4.6 million, 
a rise of almost 80 per cent 
over last year. 

Sales for the first nine 
months stand at $2 IS mil- 
lion, 30 per cent up on last 
year's $165 million. 
Income lias risen 76 per 
cent from $25.8 million to 
$45.4 million. 




Weather 
outlook 
brighter 

THE service which offers 
Atari users an opportunity 
to become weather forecas- 
ters is being upgraded to a 
professional standard. 

Thanks to WeatherLink, all 
Atari owners will soon be 
able to pick up the same 
satellite pictures as the Met 
Office experts. 

To achieve this, Weather- 
Link - which operates on 
the MicroLink system - has 
switched satellites from the 
older NQAA 9 to the more 
advanced Meteosat. 

This means that the 
weather maps transmitted 
from outer space have been 
dramatically improved in 
quality - offering perfect 
clarity and true colour. 

"The problem with NQAA 
9 was that it relied on infra 
red images", said Derek 
Meekin, head of MicroLink, 
"and this, at times, resulted 
in weather maps that lacked 
clarity and true colour, 

"The far more sophisti- 
cated Meteosat satellite 
totally eliminates the prob- 
lem, enabling Atari owners 
to download pictures of a 
completely professional 
standard". 
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News 



i- 

Show bargains 
a big draw 



AN in-depth survey of visit- 
ors attending the Atari 
Christmas Show has 
revealed it was a smash hit 
with the public. 

One hundred per cent 
indicated not only they felt 
their attendance had been 
well worthwhile, but also 
that they plan to attend the 
next in the series. 

The reason for the mass 
endorsement stemmed in 
the main from the vast 
number of special offers to 
be found r with a conserva- 
tive estimate of total dis- 
counts available being 
placed in excess of 
£100,000. 

And such was the 
competition between 
exhibitors at the show that 
some prices fell dramatic- 
ally during the course of 
the event. 

When the doors opened 
on the Friday, boxes of 3in 
discs were selling for 
£14.95. 

By the end of the first day,, 



this had been slashed to 
£8.50. 

"The visitors have had a 
bonanza"', said one major 
disc supplier. 

That's why more than 40 
per cent of visitors ques- 
tioned reported that 
bargains were the highlight 
of the show, 

Other major reasons 
given for describing the 
event as a success were the 
mix of exhibitors, the range 
of products, the venue and 
the overall presentation. 

The survey also revealed 
the spending pattern of vis- 
itors to the show. Some 40 
per cent spent up to £25 r 26 
per cent up to £50, a further 
12 per cent up to a £100, 
with 22 per cent paying out 
more than £100. 

"It was fantastic 1 ', said 
Atari user Donald Peterson. 
"I've travelled down from 
Bradford for the day and I 
reckon I've saved not only 
my fare but also more than 
£150 in special offers". 



Olympic competition 



WITH the winter Olympics 
poised to grace our tele- 
vision screens, Tynesoft has 
released Winter Olympiad 
S8 for the Atari XL and XE. 

As well as being able to 
take part in the simulated 
sporting action which 
includes downhill racing, 
bobsleigh, slalom, ski jump 
and biathlon, Tynesoft 
(091-414 4611) is running a 
competition with a trip for 
two to the winter Olympics 
in Calgary as the star prize. 



The competition, which 
closes on January 30, is 
open to all purchasers of 
Winter Olympiad 88 and 
requires you to place in 
order the eight most impor- 
tant qualities which are 
needed by a top alpine 
skiing star. 

Leading TV winter sports 
commentator David Vine 
contributed to a free booklet 
which is included with the 
game. Price £9. 95 on 
cassette and £14.95 on disc. 




Schematics software 



A PACKAGE designed to 
complement word process- 
ing software has been 
announced by Agamem- 
non (0273 417370). 

Print Marshal - which 
requires 64k ram, disc drive 
and a dot matrix printer - 
allows the user to produce 
flow charts, circuit dia- 



grams, club magazines, 
sheet music and anything of 
a schematic nature. 

The program also mixes 
graphics with text and turns 
the computer into a 40 
column by 20 row window 
of an B0 column by SO row 
document page which can 
be scrolled around. 
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111 Lt 

(Software House} 


PRICE 


DECATHLON 

\m h yn i i i fa \j i ■ 

Firebird 


1 199 


FEUD 

1 LUL/ 

Mastertronic 


1.99 


HENRY'S HOUSE 

i iL.mii i w i iwul. 

Mastertronic 


1.99 1 


180 

1 VV 

Mastertronic 


2.99 


PANTHER 

■ in n ill l_ i ■ 

Mastertronic 


1.99 


ON CUE 

Mastertronic 


2.99 


SOCCER 
Alternative 


1.99 


oil cmt CFRUirF 
Microprose 


9.95 


FOUR GREAT GAMES 

rv/vn wriL.ni uniiiLv 

Micro Value 


3.99 


TAl 1 AHFGA 

Top Ten 


2.99 


MILK RACE 

Mastertronic 


2.99 


STORM 

Mastertronic 


1.99 


LFADERR0ARD 

LLnu l n u yn n u 

Access/US Gold 


9.95 


RMX SIMULATOR 

UIVIA JIIVIULrVl^n 

Code Masters 


1.99 


fiAMNTI FT 

\3HUIl 1 LL 1 

US Gold 


9.951 


ni77Y niPF 

Players 


1.99 


FOUR GREAT GAMES 2 
Micro Value 


3.99 


BOULDER DASH II 

First Star/Prism 


2.99 


KNOCKOUT 

Midas 


2.99 


GUN LAW 

Mastertronic 


1.99 


Compiled by Gallup/Microscope 



There are four new entries this month, all in the Top Ten. 
While three games re-enter lower down the chart. Master- 
tronic's budget range is well represented with four in the 
Top Five - the first place still eluding them r as Decathlon 
from Firebird seems unmoveable. 
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ULTIMATE 

SHOOT 




Tynesoft Computer Software, 
Addison Industrial Estate, 
Blaydon, Tyne & Wear 
NE21 4TE 
TEL: (091) 414 4611 




Your flight 
hazardous 
avoiding tall 
buildings and 
objects. You 
under intense 
from waves 



will be 
whilst 
pylons, 
shadowed 
will come 
attack 
of 



well-equipped Defender 
Ships protecting the 
Mothership. 

R.R.P. Cassette £7.95 
Disk £9.95 









Link your Atari to the outside world with... 

microLioK 



Electronic mail - The cheapest 
and fastest form of 
communication possible. It costs 
the same to send a message to 
one mailbox as to 500! 

T e | ex _ Link up with 96,000 telex 
subscribers in the UK and 1.5 
million worldwide, You can even 
send and receive telexes after 
office hours or while travelling, 

Telemessages - Type in your 
message before 8pm and 
delivery is guaranteed by first 
post the next day (except Sunday), 
anywhere in the UK and USA. 

Tele-booking - Reserve train and 
theatre tickets, check flight details 
worldwide, or order from a vast 
range of produces - from flowers 
to floppy discs. 

Tele-software - Download directly 
into your Atari any program from 
the ever-growing library now 
available on MicroLink - both 
games and utilities. 

Company searches - Obtain facts 
about any British limited 
company in seconds, and fully 
analysed financial information on 
Over 100,000 major companies. 

Translation - Access the biggest 
and most up-to-date 
multi-lingual dictionary 
in the world, with 
over 380,000 words. 

News - Use the powerful search 
commands to pinpoint vital 
business information from the 
world's leading news services, 
newspapers and periodicals. 

Radiopaging - If you also have a 
pocket radiopager you'll be 
alerted each time an urgent 
message arrives in your mailbox. 
So you're always in touch. 

Gateways - Get through to New 
York in just five seconds - or key 
into the EEC computer in 
Luxembourg, which links you to 
600 databases throughout Europe. 



When you join MicroLink you've got 
the world of communications at 
your fingertips - 24 hours a day. 
You'll have immediate access to 
ALL the facilities offered by 
Telecom Gold ... and a great deal 
more besides. 





ay 
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Two recommended packages 



tt you have an 850 interface: 
Pace Nightingale manual modem 
' + cable (£116.15) PLUS Mini 
Office II {£19. 95). 
Totaf price: £136. 10. 

if yOU don 't have #n interface: 
Miracle WS2000 V21, V23 modem 
+ Datatari interface + cable +■ 
Datatari software. 
Total price: €149.95. 

With either combination you can 
also log on to other databases 
and bulletin boards all round the 
world. 



All you need - apart from your Atari 
- is 3 modem, which plugs into your 
telephone wall socket, plus suitable 
communications software. 

We have provided two possible 
options on the left. 

Whichever equipment you use, 
you will be abfe to call MicroLink, 
open your mailbox, save to disc any 
messages waiting for you, and dis- 
connect in as little as two minutes. 




More than 
S0 per cent 
of subscribers 
can connect to 
the MicroLink 
computer at 
local call 
rates. 



TO FIND OUT MORE 
Fill in the coupon and 
send it to the address 
below. You will receive 
full details of services 
and costs, together wit hi 
an application form. 
Complete this and 
within days you and 
your Atari will be able 
to JSe all the services of 
rVlicroLink and Telecom i 
Gold. J 



I 



Please send me full details about MicroLink, and information 
sheets about the following hardware and software options 
(please tick I: 

□ Pace package □ Miracle package 

Name 



Address- 



PustLode. 



Send to: MicroLink, Europe House, Adlington Park, 
Adlington, Macclesfield SK1Q 5IMP, 



ATUI 



Ravings from 
a year of 
plenty 



EVERY month I wonder if I'm going to 
have enough time to write this 
column. What with freeing kingdoms 
held in tyranny's thrall by power- 
crazed sorcerers, rescuing damsels 
trapped in high towers and hacking 
my way through deep jungles to bring 
back the lost blue pearl of the 
Pimpopo tribe, 1 reckon I have my 
work cut out. And that was only yes- 
terday! 

Still, I've managed to make it in one 
piece yet again, Looking back over the 
year, it seems that not a day passed 
when I wasn't being baffled, bam- 
boozled or landing myself in a pretty 
pickle or dire dilemma. And the same 
must apply to you if you've played all 
the adventures that have been cov- 
ered in these pages during that time. 
This month I'm taking the opportunity 
to cast my mind back over some of the 
adventures that stood out in 1987, 

Remember Rick Hanson from 
Robico Software? - a meaty text 
adventure if ever there was one. 
Special Agent Rick, a tough guy who 
feared nothing but spiders, was set 
the task of stopping some loony gen- 
eral from wiping out the world. Did 
Rick succeed? Well, only you can 
answer that if you've played the 
adventure. If you've not tried it, I 
strongly recommend it to you - it's a 
good 'un, 

Then along came Hollywood Hijinx 
from Infocom. In this you were forced 
to track down a number of bizarre arti- 
facts from your late Uncle Buddy's 
Hollywood mansion. There were 
some really way-out scenes in Hijinx, 
as I recall. 

Did you manage to solve the multi- 
step puzzle of the atomic chihuahua? 
Were you successful in finding the 
buried item in what must have been 
the biggest maze ever in an adven- 




jRouloc 




ture? And incidentally, don't you think 
mazes are a bit of a pain? It's about 
time they were dropped from adven- 
tures - to me they are just time 
wasters. 

And what about that beginning in 
Hollywood Hijinx? What a stinker! I 
can't think of too many adventures 
where even getting started had the old 
grey matter going into overdrive. But 
how satisfying when at last the penny 
dropped and you found the way to get 
into the mansion. 




Next up was Brimstone, an unusual 
text adventure in the Electronic Novel 
series from Broderbund, courtesy of 
US Gold. Although the screen layout 
on this adventure was a shade 
uninspiring, the contents more than 
made up for it. 

These Electronic Novels have per- 
haps been a bit neglected by most 
adventurers and they certainly have 
not been given the publicity by their 
distributors that the products deserve. 

That is a pity, because these games 
are very good. The parser is impress- 
ively sophisticated, on a par with 
Infocom's and Magnetic Scrolls', and 
there are many innovations in the 
adventures. The text is fulsome and 
the plots gripping and atmospheric. 

If you've never tried an Electronic 
Novel, I should waste no time in 
getting your hands on one. They are 
not cheap - around £25 - but they are 
worth every penny. Others in the 
series 'are Essex, Breakers and 
Mindwheel - they are all a joy to play. 

The best adventure of the year had 
to be Stationfall from infocom. This 
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featured the return of Floyd, that lov- 
able little robot you first encountered 
in Planetfall. Stati onfall contained 
superb puzzles, many very funny inci- 
dents - the windy Arcturian balloon 
creature immediately springs to mind 

- a teasing plot and quite the best 
ending I've come across. 

Talk about bringing tears to the eyes 

- why, there wasn't a handkerchief in 
our house that wasn't sopping! 
Stationfall wins my vote as one of the 
best adventures ever written. 

Running a close second was the 
eagerly awaited Magnetic Scrolls' 
Guild of Thieves from Rainbird r the 
dazzling follow-up to The Pawn. In 




several ways, Guild is the better of the 
pair. It has the same excellent parser, 
good textual descriptions and high 
quality graphics that The Pawn has, 
but the story is much more tightly 
plotted and consistent. 

The puzzles are more logical and 
there is the added touch of the Master 
Thief's humorous appearances at dif- 
ferent points in the game. Guild of 



Hints & tips 



And so lastly to a few of the letters 
received. My belated thanks to Simon 
Cantrill (aged 12) of Stourport for his 
superb map of Mercenary, The 
Second City. Not in the traditional 
mould of adventures, I know, but a 
splendid game for all that. 

Martin Tee would like some help 
with Golden Baton. He can't find a 
lamp and cannot defeat the knight on 
the battlements. It's a long time since I 
played this one and I've lost my sol- 
ution documents. 

I think the lamp is inside the castle 
somewhere - perhaps you can find it 
after overcoming the knight? I seem to 
remember that you also have to make 
yourself invisible - maybe that's how 
you get past the knight. Can anyone 
say for certain? 

For Andrew Tonge of Leeds and 
other readers still troubled by The 



Stajionfall flnfocom) 
^^-vesmainb^J 

Pfrate Adventure Sco ^^ « 
Suspect OnfocomJ Ad9ms ^venture fnternational) 
^ork I {fnfocomj 
The P3 Wn fRa^bird) 

Sorcerer f[nf 0coml 

The Worm fn Paradise (Level 91 
Gordon's Quest fiw*ih ' 

IJ Hnfocom, M * lboum * H °^*> 
|«* Ml flnfocom) 

^X^ZST Castre < Scott A ^ 



Thieves has won several awards 
already including PCW Adventure Of 
The Year and looks like remaining a 
steady seller for a long time to come. 

To conclude my review of some of 
the highlights of '87, there was 
Lurking Horror (Infocom) and Knight 
Ore (Rainbird/Lcvcl 9). Both started off 
promisingly but turned out to be a 
little disappointing. 

Lurking Horror had one or two 
illogicalities and was somewhat over- 
rated as a horror story - it turned out 
to be rather tame. Knight Ore was a 
major step forward for Level 9 but the 



Payoff, let me advise you to beg, buy 
or borrow the April 1987 issue of Atari 
Usee, where a complete solution 
appeared. 

Andrew would also like some assis- 
tance with Earthquake. He has got to 
the fire blocking the path and has been 
down the drain but can't make any 
further progress. Who can help this 
adventurer in distress? 

From Cwmbran, A.M. Norris and 
party have reached level 8 in Ultima IV 
but can't find the mandrake. Another 
problem is in entering the codex (after 
the abyss sanctum} - they are unable 
to get the symbols of the word of 
passage in order. Advice is required 
from other Ultima IV players, please. 

And so until next month, I bid you 
all a fond farewell, Have a happy new 
year and may all your treasures be 
non-rusting! 



first part - there are three sections in 
the game - was sprawling, over- 
populated and somewhat unsatis- 
fying. Even so, both adventures fully 
earned their place in any dedicated 
adventurer's collection. 

You'll note that many adventures 
these days are for disc owners only. 
That's hard luck on those who only 
have cassette decks but I'm afraid 
that's the trend with adventures. 
Scrimp and save every penny to get a 
disc drive is my advice - you're miss- 
ing out on a lot of pleasure without 
one. 

For a bit of fun, I am giving you my 
list of the best Atur adventures. I hope 
you will find some there that you can 
agree with but if not, why not write in 
and tell me what your own favourites 
are? I'll publish such lists from time to 
time - there's nothing like airing your 
own views for getting a good argu- 
ment going I 
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Let's get one 
of the three 
Rs right! 

PETER WATTS fills an educational 
gap with a simple maths test 



NOT enough emphasis is placed on 
basic numerical skills in schools 
today - youngsters should know their 
multiplication tables and be rea- 
sonably competent at addition and 
Subtraction. 

This easy-to-use program can be 
fun and educational for kids of any 
age r and even adults may wish to test 
their knowledge of rudimentary 
maths. 

When the routine is first run you are 
asked for your name, followed by a 
menu screen offering different types 
of arithmetic problems - or you can 
have a random selection of each. After 
this you are asked for the difficulty 
level - 1 to 1 2 - which can be changed 
by pressing the Select key. 

When you press the Start key 10 
questions will appear one at a time, 
and the timer is started. You are 
allowed three attempts at each and if 
the last answer you give is incorrect 
you will be given the correct one. 

Although the test is timed, there is 
no time limit and your final score 
depends on the attempts taken at a 



given question - 10 marks are given 
for a correct answer at the first 
attempt six for the second and two for 
the third. 

At the end your score, the time 
taken and the fastest time is displayed. 
If you score more than 89 the level o J 
difficulty is increased by one if you 



choose the same type of problem 
again. 

The questions are generated by 
random numbers - X and Y - 
generated in lines 110, 120, 21 0 r 220, 
310, 320, 410 and 420. These can 
easily be modified to change the 
degree of difficulty. 



1 REN FUN y ITH MATHS 

2 REP* BY PETER WATTS 

3 REP. (c)ATARl USER 
5 DIN NS(1B) / TXTI(2B),ZI(i):HJIF: 
:0PEN *2,4,0,"<: 

10 GRAPHICS 1 7 ; SET C 0 LOR V,B:PGSITION 
2,0;? =f>; #fun ui 

15 POSITION 3,fc! =6; TYPE YOUR NAME: 
POSITION 3,10:7 *6;"AND J»U RETURN' 

23 POSITION 5,17:? *6; :N)S 

1TI0N 5,16:TRAP 35 

25 GET *2,<:1F K-155 THEN 55 

30 NJ£LEN(N$)*1)=CHRi(lO:? =6;CHR*£K); 

:60TO 25 

35 POSITION 5,5:? Hi CHOOSE :P0S 
1 T I DN addition 
*G POSITION 2,10:? 2, subtraction 
POSITION 2,12:? = 6;3. nut ti pli cati d 

n 

45 POSITION ?,K:? *6; 4. division :P0 
SITION 2, Id:? -6; 5. mixec p rob .ens 

58 L= 1 : GET *2,K:S = K-4li: IF S<1 Oft S>5 T 



HEN 53 

55 iF PEEK(51279)=5 THEN SOUND 3,150-5 
*L,14,7:L=L+I:IF- L> 1 2 THEN L=1 
60 POSITION 2,19:? =6; select = LEVEL 
';L;' ': POSIT ION 0,22:? *6;'PRF.5S star 
t TO BEGIN' 

65 FOR T=1 TO 25:NEH TiSOlMD 9,1,8,0 
70 IF PEEK(53?79)o6 THEN 55 
75 GRAPHICS 17;S£TC0LOR G,1 ,6:SETC0L0R 
2,12,8:5ETCftL0R 4,0,10 
80 DLI5T=PEEK(560HPEEK( 5 61 )*256 :PO<E 
DLI&t + 6,7;P0KE D"LI 1 5 y 7 L POKE 19,0:PO 
KE 20,0 

85 SC=0:FOR 1=1 TC 10:TRY=0 

90 IF S<>3 THEN POSITION 5,4.:? »6;1EY 

EL ;L 

95 POSITION fl,i:G0SUB S*100: POSITION 6 
,20:? ^6 ; SUM NO. ;I:G0SUB 900:NEXT I: 
GOTO 600 

100 ? -6; ** AO BI T ION 
110 X=lNT(lnRND(B)*L) 



PROGRAM BREAKDOWN 



10-4& 
50-70 
7 5- BO 
85-95 

200-240 
300-340 
400-440 
500 
600 795 
900-990 
1000-1060 
2000-2090 



Title screen 

Select problem and level 
Question screen and change list 
Main program loop 
Subroutine for addition 
Subroutine for subtraction 
Subroutine for multiplication 
Subroutine for division 
Random selection of problems 
End routine 

Get and print pupil s answer 
Routine for correct answer 
Routine for incorrect answer 



TRY 
X,Y 
A 

JIF,HJIF 



VARIABLES 

» Pupil's answer 
■ Level of difficulty 

Problem selected 

Score 

Problem number 
Number of attempts 
at a question 
Random numbers 
chosen for problems 
Correct answer 
Timing variables 



120 Y = INK11*RND(0)*L) 
130 POSITION 5,10:? *6;X;.V;Y;' =" 
140 A a X*Y ; RETURN 
2G0 ? "6; SJFJTRAUIQN ** 
210 X=INT(12*RK0fD)*L*1> 
22& V = INTC10*»NOf fl)*L) 
225 IF 1>t THEN 220 
?3C POSITION 5,18:? =6;)(;'- , ;Y; = 
240 A=X-T: RETURN 
500 ? =6; MULTIPLICATION 
310 K*INTCRII»(85*l3kY=l 
320 IF So5 'HEN POSITION 4,4:? *6;L; 
T1HES TABLE 

330 POSITION 3,10:? *6;X;- K ;V' ? 

340 A=X*r:RETUllN 

400 ? =6; ** DIVISION 

410 V = 1MT 1 9*Rh D ( 0 > - L } 

420 X=Y*INT(8*RNO{0)+L) 

4 30 POSITION 4,10:? H}i'/£;tj * 

440 A=X/lf:RE"UftN 

500 N=IHTCfiNDf@)*4t1 hfiftTO 11*180 
600 REM END ROUTINE 

610 GRAPHICS 1 7 : SE T CO LOR 0,2,8: 5ETC0LO 

R t,1,fi:SET£0LOR 2,8,6;SETCQLQR 3,12,* 

620 JIF=256*PE£:<(1'?)^EEK;20) 

630 HIN=INrCJIF/30flaJ:SE{slNTt(JIF-«lN 

*3Mfl>/50) 

640 IF J 1 F<H J I F THEN HJIf=JI F :HHIN=MIN 
:HSEt=SEC 

650 POSITION 2 y 0:? *6;NS; S "A<EN 
660 POSITION 3,2:? *6;i:N; NINS ;StC 
; SECS" 

670 POSITION 4,9:7 ^/fastest time 
6*0 POSITION 3,11:? ±6;HHIN;' HINS ";H 
SEC; SECS 

70S IF SC<4B THEN TXT!* replace b'3 : n 
c«LU' 

710 IF SO40 THEN TXT3=' try harde 
r 

720 IF SC>69 THEN T KTS- 
d 

?30 IF SC>89 THEN UTS= uhat a yir 



very goo 
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a rd 

740 POSITION 0,16:7 7 StTS: PQS IT ICN I 
,21:? *&;'UANT ANOTHER GO ?';P0SITiON 
7,23:? *6;"(y/»K 

750 POSITION 5,5:? *«; "SCORE = ;SC:fO 
R T=1 TO 120:NEXT T 
760 POSITION 13^5:? *&;' * r FOFt 1=1 T 
0 60 : MESf T 

in If PEEK<764)* 25 5 T H EN 7Sfl 
7&0 SET *2,K:IF K= 78 OR *C= 1 1 0 THEN 10 
in IF &C>S9 TH£*J IF S<>3 THEN l=L*T 
795 GOTO 75 

900 REM GET AND CHECK ANSWER 

911 POSITION 13,10:? ? 

920 POSITION 13,10^13= H :itGIT-f1sP0KE 

930 IF A>9 THEN DIGITS 

94fl If A>99 THEN HGIT=3 

950 FOR N=1 10 DIGIT 

960 SET -2,K;IF K=126 THEN 900 

970 IF K<4fl OR K>57 THEN 960 

980 PUT *6,K:Zt(N,N)=STRt<K-4J>:NEXT N 

990 IF AoVAUZ't) THEN Tfi Y=T ftr+ 1 :GOT0 

im 

1000 REN CORRECT ANSUER 

1010 POSITION 2,15:PSINT *6;'ansuer is. 
correct 

1020 FOR T=20& TO 3 STEP -3:S0UN& 0,T, 

10,W:POKE 711,T417:NEXT T:S0JN9 8,6,0 



1030 FOR T*1 TO l&flrNEX' T 
1M POSITION 0,15:? 

1050 POSITION 0,10:? *6;' 

1060 &C=$01G-4*TRt 
1070 RETURN 

im REM INCORRECT ANSWER 

£ 0 1 G IF TRY<>3 THEN POSITION 1,1,1:1 #6 

/INCORRECT TRt AGAIN' 

2020 IF TRT=3 THEN POSITION £,15:1 *6; 

'THE ANSWER IS ;A 

2630 FOR T = 1 TO ^SOUNb 0,95,1 2,8: NEX 




1 


:*j 


(W) 


55 


XSG 


(R> 


HI 


bK4 


<J) 


2 


CAK 


(3) 


60 


QL5 


(W) 


200 


P*1 


<K) 


3 


CU 


{'/) 


65 


AFP 


(H) 


210 


JLH 


(T) 


5 


RSO 


(G) 


70 


KKN 


<H) 


220 


3DX 


(51 


10 


TRO 


(U) 


75 


QRU 


(T) 


225 


7LN 


(L) 


15 


2FU 


(K) 


B0 


CIA 


{ F) 


230 


005 


(R) 


20 


7QK 


CJ) 


B5 


RNQ 


(K) 




WK9 


(V) 


25 


H G 5 


fS> 


90 


LUU 


(J) 


500 


7PL 


(U) 


30 


K69 


tu) 


95 


E6M 


(J} 


310 


7ft 


(If) 


V; 


V5V 


(DO 


100 


SUN 


(2) 


32C 


41S 


(UJ 


4fl 


TAL 


(El 


110 


zn 


{&) 


530 


Y2Q 


(03 


45 


EUP 


£6) 


120 




£L) 


3t0 


WK4 


(0 


50 


JR3 


tv) 


130 


YV4 


(T) 


400 


ALC 


(A) 



r T : FOFt 7=1 TO 5fl:50UNA 0, 85, U, 8; NEXT 
T r SOUND 0,0,0,0 

2040 FOR T=1 TO 101: NEXT T:POSITI0N 0, 
15:? *6;" 

2050 IF FRY<>3 T HE W 900 

2060 POSITION 13,111:? 

2070 FOR T=1 TO 10:SOUND 0,50,3, 12 : NEK 

T T l SOUND 0,0,0,0;FOR T s 1 TO 300:NEXT 

T 

2GB0 POSITION 0,10:? =6;' 
2090 RETURN 



410 


3 J H 


(33 


740 




(P) 


1010 


EK7 


EH} 


420 


9C9 


(G) 


750 


DL1 


(J) 


1020 


Dvg 


(to 


430 


03Y 


(A) 


760 


N51 


( R ) 


•030 


N9X 


(6) 


440 


WKG 


(D) 


770 


LUL 


(R) 


1040 


4TV) 


CO) 


506 


P63 


CIO 


780 


i-W 


m 


1050 


4£U 


(4) 


600 


CUK 


tu> 


790 


3F4 


(T) 


1060 


AE2 


(K) 


610 


R0§ 


CN) 


795 


SUE 


(S3 


1070 


VRK. 


CP) 


622 


J15 


(1) 


930 


C V 1 


(9) 


2000 


CKP 


tu 


630 


QJR 


(«) 


910 


PUC 


CP) 


2016 


T F 1 




640 


2C9 


(6) 


920 


RUS 


(O 


2 020 


9A& 


(H) 


650 


?9D 


(5) 


930 


D3E 


( c ) 


2 033 


PHft 


£F3 


660 


S20 


(3) 


940 


CTL 


(X) 


2040 


KL4 


(2) 


670 


HYA 


CD 


950 


AUH 


{ Y ) 


2050 


GPX 


(31 


680 


FSE 


(6) 


960 


PUN 


(1) 


2G60 


HHP 


(H) 


700 


nas 


(A) 


970 


LJG 


(L) 


2070 


977 


(Q) 


710 


KFT 


(u) 


9B0 


7GS 


CD! 


?3&C 




(I) 


7 23 


H9V 


(H) 


990 


&^ 


(U) 


2 090 


VVL 




7!0 


-1R 


;j) 


1000 


CXN 


(h) 









21st Software 

PRESENTS A SELECTION OF HARDWARE, UTILITIES I SOFTWARE FAR 
THE ATARI +KV'«*J KLTSE flAlwiE 



NEW RELEASES 


Tywart'a 


Mien Valu* 


HIFLAX FORCE 


GOLD 2 


Cia* E6.50 




Dlte E7.4€ 


□Ik £5.*9 



NEW 


RELEASES 




RED HAT 


ClH 


pile 


Little D*vlt» 


«.» 


£7.95 


Night Mare* 




E7.IS 


SpiC*> Wan 


E5.5Q 


£7 95 



*;tM»lon CmH Dltk 

B^lbl«I*T ._ _ _ 7.W ... 1Z.BS 

OJI.RJR-... 7.W ...12.95 

Hactef _ 7,« .-.12.05 

QhHtbuftiri „.7.n ... i3.« 

HL Kv«t* S.M ... 10.95 

R«acLj*FtiUai*JI ...7.99 ... 13.95 

Spindiiy 7 99 ,„ if,»* 

D«caiN0f1 _.. 12.9& 

EKWen _ 12.96 

Nt^hhiHWlGijjdi 30.85 

KfifOfltt Rtn 12.09 

LtaUTW Ooddm 2095 

LJI*Wig Hofrpr - 20 -S& 

S*» Stalkw ...HL85 

!y3rafv - 24,95 

S0*HIVMfcW 20.96 

Soman 1 ,„.™., P „„^ n „„„.^... 30.96 

5t.*pocl _. 20.96 

Swt^tnd ._ _,._,,„ J .,^.,,„ KM 

WtHtfrqir _.„.,„„_,„ ,„■■ ».Bfi 

Hlkwu - 20.8S 

ANIROQ 

Knodiixit 9.95 

ARQU3 Pf!E9*'0UO STTE 

CNdtwl Chfld* CE.W 

Clcu Desm C2 9S 

LMp« .«9S 

Ou*ti af trtmtif .„,. £2 95 

Savsgt Pond £295 

Us,Up*P(J *iM» ,_„„..„.,. £2.95 

Tht Payotl ■ „ «.« 

AHI0LA30FT 

Radm Dwburtflfi Srt „.,-,..-..........-. H.4S 

iUiflLE BUS 

Stvqurt* 7.B6 ...11.*5 

CASCADE 

PintM/Bvbti> Coa« 7.95 7.95 

CD 3 

CatDHlH Ow *J 7.96 ... 12.95 



G.Q.S. OanlKwf Cit* Dltk 

Fwtt«l Fckuw 11.95 .., 15,4$ 

S:nvn D«ft SOMtift 1 7,95 .„ 1 1 r*S 

C H . L. 

Surwtir , „.„„...,.... ft.9S 7.B6 

DATA BYTE 

Rgudorcaih II 7.95 .. t2.95 

Bouldftrduh CoOKTJCtwr S«t7,9S ... 12.96 

Gr*S(»B[Hltl I 7.98 ...12.96 

HorwzLfne - * Rovorta* 7.96 ...12 .95 



Sprvs Spy _ 7.B6 

S0fvi Spy II ,.,7.9S 

DffiOAI. INT 

PlghlBr Pllat 

TgriatipMfc 

0 QUARK 

Traill PUBLIC 

Llvnc Oa/ic^li .,. 

ELITE 

AirwoC _ 

ENGLISH SOFTWARE 

EHKMQlid*.. 7.45 

SrnnhMtol -5.B6 

Smuti H-.t II 5,95 

Sniu>i Hni III 
sm«h Hm iv 

Smuh Hih V 
ST-nsI- Hila VI 



J.95 
7 95 



7.95 



,7.*S 



1295 

.12.96 



.10.96 
.1ZJS 



.17.66 
.12.95 



.11.65 



5,95 

.. 7 95 

7J95 

• * ,,.12,95 
7.95 ...12.06 



anuhWu-VII .,„.,.„., 
PIHEIIRO 

Jtml« ol QoflviMa 12,95 

Ottnat Gnrm S.K 

Diukl ^ 7.95 ...12.96 

GSEMUh 

Fwl&flfergF Ynnr _ 7.95 ...12.95 



FBONTIEB SCHFTWAftEfS 

U.S. DOUBLER - aipuid* 1050 ikk 
*|irt.Two-chlp»«* n*tli*flilnrtrvrtle™ 

gPARTADOS - m ptgt m*rw*i ©of> 
Hrwllon wt1 dsN £27.96 

MICROPRINT - PirtlHI prlm*r Int. * 
built In prinl»r felbh £27.96 
SUPBA&RiVE - 20 Mb Kind dU lm + 
bulh in pawtrwppty-"»[MiBl 6 SfMtrt*- 
<Um. R.«*dy1»V*« £T2P.9S 



Grarnlr. Ceflmum 1 Cafe* Dltk 

<ncd Ihfl flinai..,. 7.96 ...11.BS 

Trajiblaatr 7.95 ... ii.es 

2bmX„,„ 7.95 ...n.SS 

INFOCQH 

Uoorrtiil ^ 20.95 ...20.95 

UELEQURNE HOUSE 

HOHJWl Owit 5.95 

MlCROPROSE 

Ajtodud _ „ 14-95 ... 16.95 

Crja** r Eufw 12-95 ...t2,«S 

Confl^l yiotnam 12.95 ,• ^B.96 

Otdiion n DMfln 1 S.OS .. . 16.96 

F-15 Strh* Eagla 7,06 ... 12.B6 

KanlAdyAppuMcti _ 12.96 ... 15.95 

MeAi*¥*» 7.95 ,., n.ea 

NATO Cofrnwrtdtf 7.95 ■ 1 2.95 

$1** SftVia ».0S ...12.95 

Srtfl Fltflti 7.95 ... 1295 

SpnIVtAw _.„,-.„ H M 

YMCttKm 12« 

iilRRQRSOFT 

BaM*iidaih _7.9S 

FlmSo^HUr.lkn^ 7Ai 

SpiHIre 40 -7.95 ...11*5 

NOW AO EM 

2ndC«T|f , 4.K 7,95 

Meretnifj - ...7.95 ... n.SS 

Mor.3rinp/ Cwnpandium 12.95 

HUM 

AHunoid _ .„.. T-45 ... 1 1 -Jfl5 

GrHt DW*t.„. - 7Ai 

■ || 

ThwKniEurtp* -,..-12.96 



A if Eft orb «* 0»J'«" Inr 

C*T(I^IH r 0»rl whh DHhlep Mill* r 
OI*k tar Al*ri 90* XL 

Ctl.Vi 

C?*h tarAlirl 1»XE 
C7S.95 

flSJ Jbc r#ttrn PAP A frii 



K3 



RAIHSIRD BUI Dl»k 

SliCBfiDi'M™ 12.95 ... 12.95 

Th»Ptnm ^ 1 G.B6 

OjIB piT*iiiwia 16,95 

RED RAT 

SpamLobrar S-50 

Sprang 6-50 

GLUHwCrni* fl.SO 

Sc«a*nirfl Wirifti _ 8.50 

a.T.v. 

Wcrfd Cjp.Manac»f 7m 

JSC + NJChiiii- Cav»Tfl 6 50 

TVKESOFT 

JtlS-1 Wily OK- 

Ptianrom ..._„_....,,...— S.50 

WrwDaras Wini II 6.50 

IMIrtHV Offmpici .8,50 

MwUab* Pack 3.99 

U.S. GOLD 

Area* Cwa 7.95 

Aayli/n 7,95 

Alan Aoaa 7 90 

Ejn*im DsiiiiihihIp „,_ 7.90 

Bus Man 2001 -7.95 

eeadi H»Bd2 

frimitofta 

Braadltdfi , 

BjuwLm 12.05 
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You win some ... 




—i — — 

Product: 4 Star Compilation: 

Volume 2r 
Price: £7.95 (cassette) €9.95 

(disc) 

Supplier: Red Rat Software, 
1 1 Fennef Street, Man- 
chester M4 3DU. 

Tet: 061-835 1055 



WHENEVER I see a compil- 
ation I .am always a little 
dubious about the quality of 
the software but with this 
package two of the four are 
good. Let's look at them 
individually; 

If you ever play arcade 
games you will recognise 
Screaming Wings as a clone 
of 1942. Basically you take 
on the role of a lone pilot 
and single-handedly take on 
an entire Japanese airforce 

Your aircraft is a Lockheed 
Lightning and you take off 
from the carrier where you 
are based at the beginning 
of each level. If you survive 
you must return there to 
land. 

By shooting certain 
aircraft you can gain extra 



firepower or a destructor 
smart bom h which is 
operated by the spacebar. 

Some of the enemy 
aircraft take a bit of killing 
and the large bomber 
simply refuses to exlode. If 
you get into trouble then 
simply loop the loop and 
escape the danger. 

The graphics are accept- 
able - except for the aircraft 
which are rather uninspir- 
ingly designed. 

Play is quite addictive 
despite the niggles and the 
one feature that really saves 
the day is the smooth and 
efficient screen scrolling. 
Screaming Wings is the best 
on the compilation and 
should give you hours of 
fun. 

In Grumble's Crisis you 

are Crumble, and work in 
the interge lactic zoo. 

Last night when you were 
locking up you didn't set the 
time locks on the Fu//ies' 
cages properly and they 
have now escaped - all 30 of 
them. 

So away you go with your 



jet-pack to bring them all 
back. There are six Fuzzies 
on each of the five levels 
and all you have to do as go 
up to them and pop them 
into the cage. 

Luckily for you they are 
all relatively harmless. 
However there are other 
nasties: Ghosts, goblins and 
evil weevils. 

If you start to get. low on 
energy, just look for the 
knives and forks that will 
replace it but be careful not 
to touch the walls as they 
are made of anti-matter and 
make a bit of a mess if 
touched. 

The graphics are well 
done and the game is fun to 
play, so if you fancy going 
Fuzzie hunting this is for 
you. 

I have read some strange 
introductions for games in 
the past, but the one for Disc 
Hopper is superb: ' J Zlotzi 
has been stranded by the 
mothership on a strange 
alien world 50,000 par sees 
away from his home 
planetary system of Bright 
Antares. His only hope of 
survival is to Disc Hop 
home- This involves riding 
the sub-etheric discs across 
the intergalactic spatial 
interstices'" Did you get all 
that? 

Your object is to advance 
through as many screens as 
you can collecting points 
avoiding the slimies and the 
molecular disintegrator as 
you go. 

You can be killed in any 
number of ways, but in the 
process of playing the game 
li couldn't keep track of what 
killed me or when or how it 
happened. Extra lives are 



obtained by hopping on to a 
diamond shape - but only 
on certain screens - and 
then hopping off quickly. 

The game has a few curi- 
ous features which include 
cheat pods - diamonds with 
a circle around them. If you 
stand on one of these and 
press fire you will go to the 
next level. 

Though original, this 
game did not have much 
else going for it, . 

The concept of The 
Search is to retrieve a magic 
ring hidden somewhere in 
the frozen wastes. You have 
to return it to the blue castle 
from where you set out. 

Control is by joystick and 
in the process of playing 
you will encounter different 
characters. When this 
occurs you are offered four 
courses of action: Flee, 
attack, greet or bribe. 

There are various objects 
that you can find to help you 
in your quest. The game 
also has a save feature that 
will allow you to store your 
programs on tape or disc. 

Yet as far as graphic 
adventures go this one suf- 
fers from both poor 
graphics and sound. 

Few compilations contain 
games of equal value and 
this is no exception, 
However, for the price this 
Four Star Compilation does 
give you your money's 
wo rth. 

Neil Fawcett 
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What a great battle it was ... 



Program: Shtfoh - Grant's 

Trial in the West 
Price: £19.99 

Supplier: SSt/US Gotti, Units 
2/3 Hotford Way, Holford. 
Birmingham BS 7AX. 

Tei: 021-356 3388 



UNTIL April 1862, General 
Grant's ascendency in the 
American Union army had 
been relatively uneventful. 
But then came that fateful 
dawn when he and his 
45,000-strong force was 
caught in a surprise attack 
by Confederate General 
Johnston and his army of 
the Mississippi. 

So began the Battle of 
Shi loh - two days that were 
to prove Grant's first real 
trial by fire. 

In this, latest wargame 
from experts Strategic 
Simulations, you have the 
chance to determine the 
outcome of this historic 



battle in the American Civil 
war. 

Taking command of either 
army against the computer 
or a human opponent, you 
have the choice of playing at 
any of three levels: 
Introductory, intermediate 
or advanced. 

There are 15 turns in each 
game, each representing 90 
minutes of real time. A turn 
is made up of a number of 
phases which are played out 
over a two-level, 30 x 30 
square-g ridded, scrolling 
map of the battleground. 

The terrain includes light 
and heavy woods r clearings, 
roads, ridges, creeks, 
ravines, swamps, orchards, 
streams, a ford, river, a 
sunken road and Shiloh 
Church. 

The map can be viewed 
from long range - giving a 
strategic view of the whole 
battlefield - or you can 
zoom in to have a tactical 




look at an enlarged smaller 
area, 

There are four types of 
unit used; Infantry, cavalry, 
gun boats and artillery. Each 
of these is rated for man- 
power - including guns if 
artillery - efficiency, morale, 
fatigue, weapon type, 
ammunition, and other fac- 
tors, The units are dis- 
tinguished on screen by 
specific shapes and colours. 

At the intermediate and 
advanced levels r the phases, 
in order of play, consist of 
command control, recovery 
or rally, reinforcement, 
followed by two sets of Con- 
federate snd Union oper- 
ations and combat phases r 
with a mid-point recovery 
phase intervening and 
culminating in a victory 
determination phases. 

On the eighth turn only r 
an end-of-day phase also 
comes into play. 

Each phase offers a wide 
variety of options and the 
game is extremely flexible 
in play. It is not possible in a 
short review to do justice to 
the range of options, par- 
ameters and commands 
available and to the depth 
and complexity - and hence 
realism - of Shiloh. 

But just to give you a fla- 
vour of the intricacies, let 
me list a few of the options 
open to you: You can elect 
to have certain units hidden 
from view r only becoming 
visible when moved adja- 
cent to during an operation 
phase. This is particularly 
recommended if you want 
to realistically portray the 
fog of war. 

Within any of the three 
overall complexity levels, 
you may pick from any of 
five difficulty levels. Level 
three is historical and makes 
no modification to either 
side. 

The other levels affect the 
casuafties inflicted in 
combat - one and two 
favour the Confederate 
player, four and five the 
Union. 

Ammunition supply, the 
efficiency of the units and 



the arrival of Union rein- 
forcements may be varied 
and you can choose 
between a one- or the full 
two-day campaign. 

In addition, a comprehen- 
sive range of commands 
allows the player to, among 
other things, display help 
menus, save and load 
games, toggle between tac- 
tical and strategic maps, 
remove units to view the 
underlying terrain, centre 
the map around a unit, build 
a level of fortification, and 
view all squares that the 
designated unit can fire into 
- the list goes on and on. 

The game's algorithms 
are many and complex too. 
For example, each leader 
has a bonus rating that is 
modified randomly each 
turn. The effect this has is to 
make that command con- 
tused, indecisive, cautious 
or confident and this in turn 
affects the units. 

Fortunately, the accom- 
panying documentation, in 
the form of a glossy 60-plus 
page booklet, clearly sets 
out the instructions., back- 
ground, complexities and 
ramifications. 

The game is supplied in 
an attractively illustrated 
box and comes complete 
with a stiff map of the bat- 
tlefield on the reverse of 
which is a handy reference 
guide. 

Shiloh is sure to be 
greeted with delight by all 
wargaming fans, It is flex- 
ible enough for beginners to 
play at a fairly basic level 
but true sophistication and 
challenge really becomes 
apparent at the higher 
levels. 

This is one that you can 
turn to again and again and 
represents excellent value 
for money. A must for all 
afficionados. 

Bob Chappeii 
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Star rating 
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Product: Mir&x Force 
Price: ill. 35 (cassette} £9.95 
(disc} 

Supplier: Tynesoft, Addison 
industrial Estate, Btaydori, 
Tyne and Wear NE21 4TE. 

Tel: 091-414 4611 



"ALERT. ..Alert, Delta Base 
to Star Quest - Priority Des- 
patch - Code Red. .Code 
Red....". Thus begins Mirax 
Force - one of the best 
games to appear for a long 
time. 

Your mission is to fly Star 
Quest, your super star 
fighter, over the gigantic 
alien mothership, de- 
stroying as much of the 
main superstructure as pos- 
sible. 

Your goal is to annihilate 
the ship's main reactor. This 
sounds straightforward, but 
isn't and ft beat me. 

As you attempt to destroy 
the mothership you are con- 
stantly buzzed by the 
defence fighters. These 
small craft attempt to elimi- 
nate you with monotonous 



determination - even if their 
missiles miss the enemy will 
ram you. 

As well as avoiding the 
fighters you must negotiate 
tall pylons, buildings and 
shadowed objects. This 
addition makes the game 
extremely taxing. 

The inlay card outlines 
one of the features as very 
smooth bi-directional scroll- 
ing, but to the common 
mortal this means that the 
screen scrolls from left to 
right in a fashion very simi- 
lar to Defender. 

The graphics are superb r 
the colours expertly used 
and together they make a 
stunning display. Intricate 
design work adds to the 
overall quality and style and 
a nice feature is that every 
time you lose a life the 
colours change. 

The sound effects are ade- 
quate but are lifted above 
the average by the digitised 
speech: Qn loading you are 
greeted with the message, 
"The battle begins". 



^3: . . . 



The credit for the quality 
of sound goes to 2-bit Sys- 
tems 1 Replay add-on (which 
was reviewed in the June 
1987 issue of Atari Us&r). 

More speech can be heard 
as you play, and it is always 
as crisp and clear as the 
opening message. 

The game has a one- 
player mode and uses a joy- 
stick plugged into port one. 
It's response is very sharp, 
and this is necessary 
because at times you have 
to turn sharply to avoid the 
buildings or defence craft. 

Beware of too much 
acceleration or you'll soon 
find yourself in deep 
trouble. 

Mirax Force is well pack- 
aged and the inlay card 
carries some very nice 
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artwork. The sound, 
graphics and superb scroll- 
ing complement each other 
superbly, My only reser- 
vation is that, at times, 
movement was so fast I had 
difficulty in telling what 
killed me. 

Even though the game- 
play is difficult it is addict- 
ive. Billed as the ultimate 
shoot- r em-up, with numer- 
ous levels featuring the very 
best of the Atari's graphic 
capabilities - I can only 
agree. 

Neil Fawcett 
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Blasting can be boring 



Program: Missing:. ..One 

Droid 
Price: £2.99 

Supplier: Bug -Byte. Victory 
House, Leicester Place.. 
London WC2H 7MB. 

Tei: 01-439 0666 



RUSTY is a rather young 
droid, whose manufacture 
date wasn't that long ago, 
and he is more than a bit 
impetuous. You see, Rusty 
likes to explore, 

But one day, he got separ- 
ated from his companions, 
so he went for a look 
around. When he stuck his 
hands into a topo- 
dimensional converter and 
promptly disappeared, the 
main computer wasn't all 
that surprised. 

"Oh, well, another day,, 
another droid," it muttered, 



and logged Rusty down in 
his memory banks as, 
"Faulty droid terminated". 
Well, it saved a lot of time, 
and was far easier than 
filing a report detailing 
Rusty's sudden disep- 
peu ranee. 

But Rusty wasn't dead. In 
fact he was very much alive, 
but in a void, alone, except 
for surreal enemies whose 
only intent was his utter 
annihilation. His only 
chance was to run. 

What little he knew about 
dimensional converters - 
which certainly wasn't much 
-told him that in a construct 
universe such as this, if he 
kept fighting and moving, it 
should stress the fabric of 
the universe. 

In theory this should 
ensure that he would be 
thrown back into the real 



world, But how long will 
that take? Only you can 
decide,.. 

That actual story covers 
up for what basically is a 
strange kind of shoot-'em- 
up, You control a small 
droid in the centre of the 
screen, and have to shoot 
anything that moves. 

The enemies float around 
you in an attempt to collide 
with you, thereby draining 
your power. 

To increase your life 
energy you have to make 
contact with the floating 
heart logos. These help, but 
not much and you have to 
collect a lot to make any 
gain at all. 

The evil sprites you 
encounter come in various 
forms and colours - you 
need to destroy them all to 
progress to the next level. 



You may recognise a couple 
of the sprites too. 

This is a weird kind of 
game, emu it does get a little 
boring after a while. Though 
original, it soon becomes 
annoying rather than 
amusing, 

Overall, there's not really 
much there. It's basic blast- 
everything-in-sight and this 
is made simple by holding 
down the fire button and 
waggling the joystick in 
slow circles. 

The sound and gameplay 
are both very basic. 

Robert Swan 
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1 Software 



Good, but not great 




Program: Four Great Games 
II 

Price: €3.39 {cassette) 
Supplier: Tynesoft, Addison 
industrial Estate, Blaydon 
upon Tyne, Tyne and 
Wear NE21 4TE. 
Telephone: 091-414 4611 



FOUR Great Games II is the 
latest budget compilation 
from Tynesoft. I wouldn't 
necessarily agree that the 
collection qualifies for the 
accolade Great, 

The four included are a 
pretty mixed bunch - but 
there should be something 
on offer here to entertain or 
amuse a good many 

Mousetiap is a traditional 
platform game. You must 
guide Marvin the ravenous 
mouse through 22 screens 
to sniff out his favourite 
nibble, cheese. 

Naturally, it isn't going to 
be made easy for you and all 
sorts of hazards and ob- 
stacles must be overcome 
including dragons, flying 
fried eggs, toilet rolls and 
Christmas puddings. 

In each screen you must 
collect what appear to be 
flasks in order to gain access 
to the next one. The final 
one holds the giant wedge 
of golden cheese- 
Mice and cheese are a 
slight departure from the 
more usual explorers and 
gems, but Mousetrap is 
hardly original. 

Despite being described 
in the packaging blurb as 
incredible graphic ani- 
mation, the graphics are 
only average and the sound 
- a continuous wailing dis- 
cordant tune - is poor. It is 
nonetheless playable and 
pretty tricky too. 

Space Hawk is a well put 
together vertically scrolling 
space shoot-'em-up. There's 
not much plot, just pure 
unadultered mass murder. 

Flying the gunship Zebra 
you have to earn your 
stripes by exploring the 
planets in the neighbouring 
Solar System. 

The Star Council has 
given you licence to kill any 
hostile aliens, should you 



encounter them, and de- 
stroy their defences. 

Naturally you come 
across millions of the little 
devils and of course they are 
all hostile - well I certainly 
never met a friendly one. 

You have the ability to fly 
both up and down, and can 
also adjust your speed - 
which can make for some 
pretty tricky manoeuvring, 
Despite the ostensibly 
peaceful nature of your 
Solar System exploration, 
the actuality means that you 
must shoot anything that 
moves and just about 
anything that doesn't. 
Captain Kirk would not have 
approved I'm sure. 

You start with a shield 
strength of 25 points which 
is gradually eroded by 
collisions with the kamikazi 
enemy space ships,, each hit 
knocking off one point. To 
get to the next level the 
grounded space fleet must 
be destroyed, together with 
a substantial proportion of 
ground installations. The 
graphics are up to standard 
and the sound adequate, if 
not exactly stunning, 
making Space Hawk a good 
and pleasing'game, 

I played Who Dares Wins 
II last May and playing it 
again now, my opinion of it 
hasn't improved. Armed 
with a rifle and a dozen hand 
grenades you have to 
single-handedly defeat the 
enemy. 

Working your way 
through a rather dismal 
landscape you must dodge 
lollipop trees, ponds and 
bullets on your way to the 
first enemy garrison, 

If you beat off its defences 
you will gain access to the 
next level for a bit more of 
the same. 

An extra life is awarded 
for each 10..QQG points 
scored, but Who Dares 
didn't hold my interest long 
enough to get that far. The 
pace is rather too slow, 
graphics poor and sound 
irritating in the extreme. 

Kills Cycle is altogether 
different: The visual presen- 
tation is simplistic to say the 
least and the plot absolutely 



minimal - just stay alive. It's 
for one or two players, with 
optional computer con- 
trolled opposition making 
the numbers up to four. 

Pressing Start clears the 
screen and four coloured 
lines appear, each moving 
at a steady pace. The 
computer-controlled lines 
move by their own volition 
and you control the direc- 
tion and speed of your own, 
leaving a solid coloured trail 
in your wake- 
Neither you nor your 
opponents can move across 
any trail and the objective is 
to keep moving without 
crash inn - hitting a trail 
means instant oblivion. 

With four players this 
soon becomes pretty tricky 
and careful coordination is 
necessary to keep going in 
the tightest corners. 

Players who crash disap- 
pear from the screen, 
together with their trail 
making more space avail- 
able to the survivors. The 



last survivor is awarded 
maximum points and the 
others get points on a 
decreasing scale. 

This game continues until 
a pre set total is reached. 

There are seven different 
screen layouts, rotated in 
turn with all but the first 
having blocks or small 
mazes to make life even 
more difficult. 

Although it's a simple 
game in concept and pres- 
entation, I found it surpris- 
ingly enjoyable, competitive 
and addictive - although 
quite where cycles come 
into it I don't know. 

At the price, Four Great 
Games il has to be good 
value for money. 

Niels Reynolds 
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ALL 1050 
DISK DRIVE OWNERS 



The 1050 1.S. Plate. 

The ULTIMATE drive enhancement 
from Innovated Software. 

DETAILS 

Plug in, high quality, easily fitted PCB with 
full fitting Instructions* 
Now with full Happy compatibility. 
Improved drive speeds - up to TWICE normal loading speed. 
Reduction of drive WEAR and TEAR: 
whole tracks can be stored in the PLATE'S 16K of RAM. 

Supports Double, Dual and Single densities. 
Sec lot SKEW is no longer required to obtain HI- speed. 
Will run all available disk, operating svstems, (DOS), including: 
SPARTADOS, HAPPY WARP SPEED DOS 
AND OTHER HIGH SPEED SYSTEMS, 
The PLATE drive can also emulate other 
drives via its massive on board RAM including: 
IS/ US DOLBLER, STANDARD 1050, ARCHIVED, 

HAPPY, LAZER AND WARP DRIVE* 
HI- SPEED reading and writing with special SIO gives 
an increase In speed by a factor of SIX!! 
Many special commands have been added to the SIO table. 



SOFTWARE DETAILS 

Supplied with double sided menu disc 

and a special HI- SPEED menu. 
Built in diagnostic tester, sector copier 
and special backup menu. 



MANUAL 

A comprehensive 30 page manual is supplied with 
complete fitting instructions 
and detailed information regarding software drive control; 
to allow you to access the full potential of the PLATE, 

All registered owners will be supplied with any software 
updates, etc, for the price of a disk and return postage. 

Also supplied with... 

GREMLIN GRABBER III 

The most comprehensive, HI- SPEED hack- up 
utility disc on the market, compute with manual, 

;;;;;^: : : r : r : : : : : : :i : : : : 




This complete package 
NOW ONLY £89.95 inc. Post/ Packing and 12 months warranty. 

A saving of £24*95 on previous advertised price! 



Available only from: 




53 Rugby Road, 
Worth Ing, 
West Sussex, 
BN11 5NB. 

Tel: 0903-40509 (24 hrs.) 





PRECISION 



CONTROL 

STAR FEATURES 

* Fingertip "Action 
Buttons' lor Fast 
Precise Control 

* Revolutionary 
Combined Direction 
& Fire Buttons 

* Auto-Fire Mode 

* Burst-Fire Mode 
* Flat Profile for Easy Both Hands Use 

ANDfTS 

ONLY £18. 

CHEQUES PAYABLE TO R. H, DESIGN 
PRICE INCLUDES VAT. ADD ?5p FOR P&P. 
OVERSEAS CUSTOMERS ADD £/ EXTRA TO COVER P&P 

Instead of tho old fash bred joystick, 'ACTION BUTTONS' 
control direction & fir© BUT - this is neat - SrarTrak has a 
second set of buttons which combine direction AND fire into 
one! STAR-TRAK'S fingertip controE enables even the 
'learner' to reach scores old fashioned joysticks cant reach. 

What's more, the slim, low profile design 
means you can use both hands at once! 

The goad news doesnt end there, STAR-TRAK features a 
three position fire control switch - OFF, AUTOFIRE and the 
amazing BURST FIRE mode. With BURST FIRE you get a 
short or long burst of fire each time you press and hold down 
the central fire button - it's deadly I 

Get your hands on Star Trak today. 

DESIGNED AND MANUFACTURED IN THE U.K. BY 
R. H> DESIGN 

Units 2 & 3, Stonefall Stables 
Stonefall Avenue, Harrogate HG2 7NR 
Tel. 0423 880520 




Back to the future 



I BOUGHT my first cartridge game 
system a long time ago - an Atari 
VCS. At this time the company was 
relatively unknown in Britain, but the 
VCS was nonetheless a huge success. 
Soon after came the Atari home com- 
puters and this was when the games 
age really arrived. 

Atari produced some superb soft- 
ware to complement its new com- 
puters. Vast numbers of games 
appeared in the form of rem cartrid- 
ges and their popularity was second 
to none despite their cost, a hefty £30 
or so. Then suddenly the cartridge- 
based games lost their appeal, 
mainly because of the advent of discs 
which were cheaper and easier to 
produce. 

As the computers changed in quali- 
ty and size of memory, so the soft- 
ware had to change too. Why settle 
for a good 1 6k cartridge game when 
you could write a superb 64k game 
disc and produce it more cheaply? 

Atari's first major success was in 
the field of arcade games, which 




If you haven't played Pacman you 
haven't lived - it's the ultimate in 
maze games and the tnspi ration of 
countless clones. 

When released in the arcades it 
caused total paranoia as addicts 
flocked to play it. I had many a late 
night scurrying round the maze 
eating the pellets and attempting to 
avoid the hungry ghosts. But when 
I ate the power-pi 1 1 it was my turn to 
do the eating! 



NEIL FAWCETT looks at software 
that has stood the test of time 



meant that many of the early 
cartridge-based packs were Atari 
Coin-op conversions. 

The best of these have become leg- 
endary and entertained millions of 
At art users world-wide. Mot all the 
conversions met with acclaim, but 
the success stories far outnumber the 
failures- 

Now, with the release of the new 
XE Games Console, Atari is 
attempting to bring the cartridges 
back into the limelight - at an attrac- 
tive price. 

This means that people new to the 
world of Atari will get a chance to 
play the classics that made these 
computers popular in the old days - 
and kept me up until late in the morn- 
ing. So Jet's take a look at some of the 
old favourites that may again 
become blockbusters. 



DEFENDER 



smoothly. Most home micros offer 
versions of this game, but none is as 
spectacular as the Atari one. 

Stunning graphics, fabulous sound 
effects and its awesome speed make 
this one a winner. 



GALAXIAN 



Aliens have invaded your home planet 
and you have to fly around destroying 
them and rescuing the stranded 
humans before the aliens mutate 
them... 

The object of the game is simple: 
Fly around in your super sleek space 
fighter blasting the aliens with your 
laser cannon or obliterating the entire 
screen with your smart bomb. The 
screen scrolls from left to right very 



JOUST 



tn this novel arcade conversion you 
are mounted on a giant bird. You 
have a jousting lance - hence the 
title - and you must do battle with 
other knights who are similarly 
mounted. 

You are treated to stunning 
graphics and sound: The noise and 
animation of the birds are beauti- 
fully done and the playing field 
constantly changes. 

Playing the computer is fun, but 
the game comes into its own when 
you have a live opponent. 



The ultimate sequel to the early Space 
Invaders shoot-'em-up. Galaxian first 
appeared in arcades in 1979 and met 
with overwhelming success. 

The Atari conversion retained all the 
characteristic qualities and charm of 
the original, and superb graphics and 
animation enhanced the payability. 

Even after years of playing the game 
it's still a pleasure to watch wave after 
wave of alien nasties majestically glid- 
ing down the screen in an attempt to 
destroy you. Even if you don't rate 
shoot'-em-ups it's impossible not to 
like this one. 



CENTIPEDE 



In 1981 Atari Coin-Op introduced this 
original game in arcades. It was later 
converted for the Atari 8 bit range and 
was very popular indeed. 

You are in a garden with a bug 
sprayer, and you have to kill the 
centipedes as they come down the 
screen, but you are hindered by the 
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Feature 



DIG-DUG 



This is one of the most peculiar 
games I ever played on the Atari - 
not the most exciting, but certainly 
the most enjoyable. Originally writ- 
ten as an arcade funny, the conver- 
sion has kept all the humour. 

The game play is simple - you 
have to earn points by tunnelling 
your way through the earth. 
Appearing on screen are bonus 
vegetables, and if you eat them 
before they disappear you can 



score up to 8,000 points. Living in 
small caves are monsters like 
Pooka the intelligent tomato that 
can kill you with a single touch. 

You can kill the monsters by 
dropping boulders on their heads 
or by pumping the fire button 
quickly to inflate them until they 
explode - a little bit gruesome per- 
haps - but different. 

All in all this is a very amusing 
game and great for the kids. 




fact that part of the time they are 
obscured by mushrooms. You can 
also move your bug spray up and 
down the screen as well as left to right 
- this was a new concept in shoot-'em- 
ups when the game was released. 

This version hasn't quite got the 
style of the arcade original but it is 
certainly entertaintng and challenging. 



QIX 



Here is one of the simplest games you 
could ever play and one of the most 
addictive. All you have to do is colour 
in 75 per cent of the screen - simple. 

However, you are hindered as you 
do this by a Qix that bounces around 
the screen in a haphazard fashion, and 
by the two Sparx that travel along the. 
lines you draw. If these or the Qix 
touch you you lose a life. 




ISSILE COMMAND 



In this game - one of the most 
challenging I have ever played — 
you need lightning reactions as you 
attempt to save six cities from de- 
struction by in-coming nuclear mis- 
siles. 

As yet another arcade conversion 
this only differs from the original in 
that you control one missile base 
instead of three and use a joystick 
instead of a trak-ball. Later versions 
allow you to use Atari Trak-ball by 
pressing Control+T to put you into 
the right mode. 

It's a game that every Atari owner 
should have and the new XE sys- 
tems come with it built in. 



STAR RAIDERS 



When I first bought a 16k Atari 400 I 
got a joystick and this game. There 
has never been a challenge quite like it 
and never one that fits quite as snug- 
gly into an Sk rom. 

You take the role of a starship 
commander who has the simple task 



of saving the universe from total de- 
struction - and all before breakfast. 

The game is joystick controlled, but 
you also have a range of single-key 
commands. 

Several years and numerous joy- 
sticks have not even dented my pas- 
sion for this one. Many games have 
attempted to match it but none have 
succeeded. 



It has been said that the early 
success of Atari computers can be 
attributed to this game - after all, a 
computer is only as good as the soft- 
ware written for it. 



NKEY KONG 



This is one of the first and, for me, 
one of the best platform games 
ever to be converted to a home 
micro* 

You play the part of Mario, the 
maintenance man, and you have to 
rescue your girlfriend from the 
gigantic gorilla Donkey Kong. This 
is made difficult because he is con- 
stantly throwing barrels at you as 
you climb up each screen. You can 
jump over them or splat them using 



one of the sledgehammers pos- 
itioned around the levels. 

Due to the tremendous success 
of this game a follow-up - Donkey 
Kong Jr - was released and this 
also appeared on cartridge. In this 
version you play the son of Donkey 
Kong and you are out to rescue 
your dad who has been locked in a 
cage by Mario. The game play is 
similar and as much fun as the first. 
These are two very classy games, 
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in association with 



TELECOM GOLD 





ONLINE COMPUTERS ARE 
HELPING UK FARMERS 



A NEW users group has been set up on Micro Link to help 
UK farmers make better use of their computers, The British 
Farm Computer Users' Group is being organised by 
Andrew Cooley, who is project co-ordinator for on-farm 
systems with the Milk Marketing Board. 

"My experience is that 
many farmers are already 
exploring the potential of 
micros beyond their use in 
day-to-day management", 
he said, "but they suffer, 
perhaps more than man- 
agers in any other business, 
from the isolation inherent 
in farming itself. The pri- 



Moving 
with the 
times 



Comms boom 
in the heavens 



ONE of Britain's largest 
removals specialists has 
Joined MicroLink in order 
to improve communi- 
cations between its wide- 
spread offices. 

Scotpac — a subsidiary 
of PStO international 
Removals - ships by 
land, sea and air to just 
about anywhere in the 
world you can think of, 
everything from a single 
item to a houseful of 
furnishings, 

The company has 75 
depots in the British Isles 
pfus branches in Aus- 
tralia, New Zealand, 
Canada, South Africa and 
the Middle East- 
All are now able to 
send messages to each 
other via MicroLink telex 
and electronic mail 
services. 

Scotpac has installed at 
least one micro and 
modem at each of its 
depots, and has eight 
micro systems in its Glas- 
gow headquarters. 

ft ail adds up to some 
very busy MicroLink 
mailboxes - fast year 
Scotpac handled more 
than 20,000 individual 
shipments weighing a 
total of 21 million lbs. 



AMATEUR astronomers are 
joining MicroLink at the rate 
of ten a month. 

The reason is that nothing 
beats electronic mail as a 
means of getting to know 
about the latest happenings 
in the heavens. 

Initiative behind the 
booming interest In Micro- 
Link comes from Guy Hurst 
editor of The Astronomer, a 
monthly magazine with an 
international readership. 

A constant stream of 
astral activity means he also 
needs to produce twice- 
weekly newsletters detailing 
all the fresh sightings 
reported by the Smith- 
sonian Institute in America. 

"When it is processed and 
distributed by conventional 
means, this information is 
often quite dated by the 
time it reaches our readers", 
said Guy Hurst. 

"MicroLink has, however, 



mary aim of BFCUG is to 
overcome this isolation* 

We want farm computer 
users to be able to share 
their ideas and experiences 
and get the maximum value 
from these immensely power- 
ful management tools". 

At first MicroLink is 
providing a farming section 
on its bulletin board, but 
eventually BFCUG wsll 
become a closed user group 
on the system. 

Support for the new 



speeded up the transmis- 
sion of news from America. 
A paging device alerts me 
each time a telex message 
arrives from the Smith- 
sonian and I don't waste a 
moment relaying it via 
Email, 

"Those of our members 
with MicroLink facilities can 
often access information the 
same day it reaches me -- 
but others have to wait until 
one of mv newsletters 
arrives by post. That's why 
so many astronomers are 
keen to join MicroLink. 

"People in places as far 
away as Sweden, West Ger- 
many, Australia and New 
Zealand are now receiving 
the Email version of my 
newsletters. This means 
they are often able to study 
new phenomena within 
hours of a first sighting - 
something not possible 
before we joined MicroLink". 



organisation has come from 
Dr John Craven, head of the 
Milk Marketing Board's farm 
management services, and 
from leading farm software 
suppliers FarmpLan and 
Sum-It. 

Special terms are being 
arranged for farmers sub- 
scribing to MicroLink and 
BFCUG - and a reduced 
subscription will also apply 
for existing MicroLink users 
who join BFCUG before the 
end of this year, 

The fax 
in a 
flash 

SHROPSHIRE entrepreneur 
Duncan Baker has come up 
with a novel idea for getting 
more mileage out of his 
MicroLink subscription. 

He is using the system to 
help him operate a faximile 
service from his office in 
Lydbury. 

"Basically we need the fax 
machine for our own pur- 
poses^ said Duncan, pro- 
prietor of the Lydbury 
English Centre, "but we 
have a fair amount of spare 
capacity. 

' Seeking to help cover 
our costs we've started a fax 
service priced at roughly 
half that of other local 
agencies" 

The service Duncan offers 
includes receiving text via 
MicroLink electronic mail or 
telex, printing it out on plain 
paper or letterhead and dis- 
tributing it by fax. And of 
course this procedure also 
operates in reverse when 
required. 
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ANYONE who has played Yahtzee 
will know just how addictive it is. In 
this computerised version of the 
original dice game, points are gained 
by rolling five dice and holding those 
that seem the most useful. 

After a total of three full throws - 
irrespective of the number of dice held 
— you choose the category fnto which 
you want to enter the dice combin- 
ation. The available categories are 
shown in Figure I and your final score 
is displayed once all these are all 
filled. 

If the dice fall well after the first or 
second throw of a turn, just hold them 
all and select Throw again. After each 
set of three throws your score must be 
entered into a category - even if it 
means you get no points. 

This program has been written with 
brevity in mind r and is fully controlled 
by the joystick using Fire to select or 
de -select dice held or to choose the 
category. Various prompts indicate 
what to do, and the program scores 
itself 

Even ff you have never played the 
game before you will soon get the 
idea - and then have problems tea ring 
yourself away from it. The challenge is 
simple: Score the maximum 346. With 
skill and luck it is possible. 



STEVE KNIGHT introduces an 
intriguing and sometimes 

infuriating 

game r— — - 




DICE 

CATS 
OPTION 



Holds the scores of the five dice used. The 



HISC 
SC 



VARIABLES 

softh- 

sixth position corresponds to the roll 

Corresponds to the screen position of the 
various categories 

Used initially to decide whether a dice has 
been held. Used again to chart the fre- 
quency of the occurrence of each number 
on the dice 
High score 
Current score 



ROLLDICEn Une numbers 
TOTUP- 1 ^ 



PROGRAM BREAKDOWN 

50-4-60 Initialise variables and 

draw the screen 
600 700 Main loop 
1000-1 190 Dice rolling and 
selection routine 
1200-1370 Further routine to 

roll and display dice 
1400-1500 Decide which 

character to print 
2000-2990 Validate selected 
category and total 
score 



Combination 


Description 


Score 


Max 


Ones 


Any number of ones 


Total of ones 


5 


Twos 


Any number of twos 


Total of twos 


10 


Threes 


Any number of threes 


Total of threes 


15 


Fours 


Any number of fours 


Total of fours 


20 


Fives 


Any number of fives 


Total of fives 


25 


Sixes 


Any number of sixes 


Total of sixes 


30 


High score 


Any five dice 


Total 1 of all dice 


30 


Full house 


Two dice the same, 








other three the same 


50 


50 


Pair 


Two dice the same 


Highest pair 


12 


3 of a kind 


Three dice the same 


Best three 


IS 


4 of a kind 


Four dice the same 


Best four 


24 


5 of a kind 


Five dice the same 


Best five 


30 


2 Pairs 


Two dice the same and 








two others the same 


Total of two pairs 


24 


Run of three 


Three consecutive dice 


Total of dice in run 


15 


Run of four 


Four consecutive dice 


Total of dice in run 


18 


Run of five 


Five consecutive dice 


Total of dice in run 


20 






Total 


346 



Figure f; Av^H&bie categories 



Turn to Page 22 h 
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Game 



< From Page 21 

II REN ftlCER 

2* REM IV STEVE KICHT 

31 REM (O ATARI USER 

5 * MH DICE [63 , PICK 151 , CATS 12, 8) , L$ (41 

J /OPTION Cbl t AS MM j BSC48J 

«l L $■-*'! 1 

65 A$=" | I 

10 B$="' 1 

7B H1SC=I : RILLHCE=18I8 : TIT 8P=28B8 
B8 DIM Dl$ (18 J , DZ$ tit) , DI$ tt8) 









'"EX iW 1 









218 GRAPHICS 16:5ETC0L0R 4 , 6, Z 1 SETC0LO 

R z,e,e 

118 PONE 75Z,l;f>0!CE 02,1 
221 POSITION 1,8:? AS 

23 B ? *| ORES | PAIR . . 

.. I" 
248 ? L$ 

358 ? "I THIS I * OF A KIND 

I" 

364 ? LS 

278 ? *'I THREES | 4 OF ft KINO 

♦ . I" 
2B8 ? LS 

298 ? "I FOURS j 5 OF A KIKP 

I" 

188 ? L$ 

sis ? "1 fives,.. I z pains..,. 

r 

318 f L5 

331 ? u l SIXES I RUN or 3,,, 

I" 

348 f L$ 

358 ? M | NIGH SCORE... I RUN OF 4... 
.. |" 
Ml f LS 

171 ? "I FULL ■■$£..<. f RUN OF B,„ 
.i I" 
4*8 ? if; 

418 ? " SCORE : HIGH SCORE 

■ n. 
' * 

42§ St=* 

431 POSITION 19,211? 'HUE" 
441 POSITION Z?,10:? " , £0 = " 
458 TDT=I 

466 FOR N=l TO 8 : CATS fl , Hi "8 ! CATS 12 , HI 
=*:IEKT N 

588 FDR TURN=1 TO 11 

Sll POSITION 11,17!? TOTE POSITION 33,1 
7!? RISC? 

53* (OSUR ROLLOICE 
568 SO SUB TOTUP 
7*8 NEXT TURN 
718 POSITION 18,12!? 1 

fHSr'; 

726 IF PEEK C5J2 711 <>6 THEN 721 
BIB GOTO 218 
1188 REN ■■Mll'tWa 

1114 REN 

1612 POSITION 11,22!? " 



SELECT DICE 



PRESS RESET OR 5 




1115 MSI 

1IZI FOR N=l TO 6: DICE IN) =8 ; OPTION «NS- 

8! NEXT N 

1825 60 SUB 1Z6B 

1836 CX=l: POSITION CXW+1,21:? H X'*J 
1118 FOR GO =2 TO 3 

1118 IF CX-6 AND STNIG (01 ~9 THEN SOSUB 
1268: CO TO 11 BO 

1115 IF CX<6 AND ST RIG [41 -B THEN G0SU1 
140B 

1116 IF STICK (6) O 7 AND STICK (B) Oil T 



HEM 1118 
1117 OX-CM 

1128 CXiCJCt (STICK IB) =71 - (STICK (6) -111 

1138 IF CKCl THEN CX=* 

U48 IF CK>5 THEN CK=i 

1145 POSITION QK*5*1,21 

1147 IF OPTION ION) = 1 THEN ? "K" 

1149 IF OPTION (OH) zt THEN ? 11 " 

1151 POSITION CX*5+1,21 

1168 IF OPTION CCNl'8 THEN ? "X" 

1176 IF OPTION(CX>=1 TNEN ? ♦Iff* 

1172 FOR 1=1 TO 10: NEXT I 

1175 GOTO Uil 

1161 NEXT GO 

11B5 POSITION 5,21;? " 

"; : REN 31 SPACES 

USI RETURN 

1288 REN «* ROLL *EH ** 

1211 POSITION 12,11:? GO 

1Z2B FOR 6-1 TO 4 

1231 FOR B=l TO 5 

1248 IF OPTION (H) =1 THEN 1J5* 

1258 ft- IN T (RN* CI) ** J + 1 

1211 DICE f B ) =R 

1298 POSITION B«5,lii? H3(fl*3 2 r R*3J 
136B POSITION B*5,Ui? D2S fR*J-2 P R*3> 
1318 POSITION B*5,2l:? D3S ER*3-2»R*31 
1350 NEXT 0 
1361 NJ£XT A 
1371 RETURN 

1398 REN ** PICK DICE «* 
14B8 IF OPTION ECXi-B TNEN OPTION ICHJ -1 
! POSITION OWU # 21fT 'Iff'JGOTO 145B 
1411 IF OPTION (CNl-l THEN OPTI0NICX5=8 
: POSITION CX«5*1,21:? "X" 
1458 FOR 0=1 TO 41; NEXT D 
1588 RETURN 
2181 REH 
2818 REN 

Z815 POSITION 10,22:? 



PICK AND TOTAL LfF CATEGORY 



SELECT CflTEGOft 
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(X) 


129-11 
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CPU 
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1210 


DTfZ 


(V) 


2 030 


T6K 


(E) 




6TT 


CS) 


2330 


p?r 


(N] 


298 


PUJ 


(F> 


1012 


K J 5 


CO) 


1220 


UHJ 


(1) 


2100 


D2P 


C4) 


2490 


EOP 


CV) 


2900 


U07 


(G) 


m 


CMU 


£6) 


1015 


09H 


fE) 


1230 


UPK 


(V) 


?11@ 


)iP 


(E) 


2 500 


J&T 


(49 


2910 


U80 


(9) 




RE? 


(2) 


1020 


WGU 


(8) 


1240 


SKW 


(4) 


2120 


KH1 


(1) 


2510 


73U 


(5} 


2920 


147 


(L). 




CVL 


(0 


1025 


SKO 


(H) 


1250 


9flP 


(&) 


2123 


35U 


(A) 


2 5 20 


EKQ 


(R) 


1 2950 


4EN 


(5) 


330 


NWS 


(E) 


1030 


11V 


C4) 


12Afl 


uro 


(9J 


2125 


X3€ 


£1) 


2540 


.05 


CS) 


2990 


KOL 


(5> 
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STORT SOFT 

MAIL ORDER SPECIALISTS 
INCREDIBLE LOW PRICES! 

ALL DISKS CARRY A MO QUIBBLE REPLACEMENT GUARANTEE ARE CER- 
TIFIED 100% ERROR FREE A COME WITH LABELS, 5V " ALSO HAVE 
SLEEVES & WRITE PHQTFCTS FLIP SIDE 2 DISKS HAVE 2 l.NDFX HOLES 
AND 2 NOTCHES. 



special Offer » 


Z5 SS 5 25" DISKS & 100 CAP LOCKING DISK BOX 


1600 


50 SS <381FI 5 25" DISKS & 100 CAP LOCKING DISC HOX 


25.00 


100 SS 4ATPI 5.Z5" DISKS & 100 CAP LOCKING DISK BOX 


39 95 


25 DS 48TPI 5.25" DISKS &. 100 CAP I OCKING DISK BOX 


17.00 


50 DS 48TPI 5 L J 5" DISKS it 100 CAP LOCKING DISK BOX 


26.50 


100 US 4STPI 5 25- DISKS & 100 CAP LOCKING DISK RQX 


42 00 



5V/' DISKS FROM AS LITTLE AS 33 PENCE 

- DISK NQTCHER FREE WITH EACH 100 DISKS PURCHASED 



5V DISKS 



UN BRANDED 


TRIAL 10 


26 


50 


100 


10 in a plasl'c 












library casa 


SS 48TFI 


4.50 


9.00 


17,00 


33.00 


5.50 


DS 48TPI 


5.50 


11.00 


19 00 


35.00 


6.50 


DS 9STPI 


6. SO 


13.00 


21 OC 


37.00 


7.50 


DS96TPI FLIP SIDED 7.00 


14.00 


£2,00 


38.00 


e.oo 


MIM IC FLIP S IDED DS 96TPI B.flS 


20.00 


36.00 


70.00 


9.5b 


MIMIC HIGH DENSITY 1 .6 -nag 23.00 


52.00 


IOOjOO 


180.00 


24.00 


COLOURED - 


mix A match or all 


on* colour 








SS 4BTPI 


G.W 


12.00 


22.00 


42.00 


7,50 


DS 4ffTPI 


7.50 


14.00 


24.00 


44.00 


$,50 


DS MIPl 


8.00 


16,00 


2fi. 00 


50.00 


9.00 



LOCKING DISK BOKtH 



10.95 



S'// HOLDS 50 7.95 57/ HOLDS 120 

6'// HOLDS 100 9.9S 

6-B 1 Pubic Domain Disks all at £Z50 

Just writ* tor finer* Inloemalion. Cheques etc. payable to STORT SOFT, (intamationai order* 
add 10% *nd r*dlH In pounds Sterling by bank draft or inll. tic nay order. Wri!a for quota In 

•ny Otfiareurrei>Cy). 

ACCESS/MASTEFIC AHD/EURQC ATHD/VIS A accepted 
CREDIT CARD ORDER LINE - 0279 89509 24 HOURS A DAY. 7 DAYS A WEEK 
VJLT. A PIP INC. HO HIDDEN EXTRAS - WHAT YOU SEE IS WHAT YD J PAY 

IS Crown CI 040, Shearing, Bishop's Stortford, Herts CM22 7 NX 




Aiinaia 

Mm tn* M 

Jlan tern 

iu> Warn DrtsSw 

Cyrwjj chaw IV 

CfWttH Ctti Ml 



FIB Mm £*p 

Fgtut Pin 

Fwbil : yuros 

F«i- Star Caiptlc™ 

GujiM. t* 

r;iuiiu rj*$* Cvx^Mm . 

□ram "i-jn 1 . 
Dn BmI . . 

Hiribtl 

HkfiIfv* Kuan 

Minn d DifrMH f-M 

K*n»# ^PMSfi 

LMOtAWd 

Ptiirlnn . 

PUlfem hdrtkm 5* . 

RAsv Ka)aTii 

SeiHjtrc Vim 

BOmn Aunt .„.„„.., 

Struh NM I 

Sot I 



Spirtdittl 

Sprang , 

Slif Owi 

Si»r Hi»r 

Tsfratmh 54* 

Trifcluir 

TiViil Pwfcil 



Dili 

...7.44 _.1ftfl4 

...... H t.H 

... BSD — 

....BSO 1Z.T& 

12L?I 

. H « I*. Si 

. ..B« _.tM 

...5« _-m 

...BK 

fiEu I? 75 

BM 1095 

15,* 

Z'.t.K tui 

.. .4.H 

B 50 11E 

, ,7,H „.,..„,- 

...B.a 1275 

...4.64 10*4 

.. rt.tl ii.?s 

tin 

...b.h iJ.rt 

...*.h 

.,.!.». 

...B.B., BH 

...B.SO - 

. .B.BS _.UB 

.. .B.6S MS 

...B\M l2.« 

UTS '??5 

• -B.W IJ.75 

..„B.M.. IS.7B 

...B.SS..„ „.B.*S 

_Mfl *2.?« 

..!» iD*6 

9*5 

TM IDS5 

...B.Sn IS.7S 

3W 1175 

...B.a an 

.. IB.K 

S» ID9E 



HfUl HfcltY I 

Autodial 

Flati SkiMlaw I. , . . 

FsriuMrcTitoTtir.,.. 

dilEl If 541 , 

Kjl^Tt GRi , 

L_nr» H«ny 

HiOnot II 

Mocttriri 

p*»n M 

nnji» (» it* sutt-r Cmd 

'*VfrHT# cpwmckwi 3«r 

Budgm Cuuma) 

A Svrt Ginai ,^„„..,, 

4 Gnd G«« Vol II 

IH 

^TiwrtrW 

C*M*l* 54 

Cum of Klwtl 

CotaiH „_____, „ 

dntal llHar 

Oath flu ..„ 

jKittihn 

Suy Dm 

bK4» fi«i o«m worH 

L Ultlll UUUpA 1 

Minqa Km** 

VUHirdioi 

%#ung Cnwl 

On Cut 





Sarn 

SMvirara 

Tlblt r«*j| .. 
<Jrh*Ha Wtt . 



mkfoLioK 

HAG9BD23 



DIM 

1*85 
1tS5 
as n 
1JTE 
HS5 
1?75 
21 95 
1^55 
31 95 
It55 

i B.1S 

3« 

..3.45 
..ZJ5 
..245 
..2.44 
..2.« 
..1JH 
-.1*5 
Zt5 
..1 JS 

..i.4i 

..3.H 
Ztfi 
.1*5 
1 »5 

..2*5 
Hi 

..1.M 
.1*5 
1 15 
I j j 

..1.44 
lis 

.215 



Larg* toltctlon oT ST >oflwar* ivallablt 
NEW TITLES AVAILABLE IMMEDIATELY OH RELEASE 
TELEPHONE (0625) 
Ofdara a-.'flr CS induda poKtaga pla-asu* add 50p to otdn-a ar €5 or wnd*r 
Send C " &quii/P D's to. 

SUNARO SOFTWARE (AU) 

PO BOX 78, MACCLESFIELD, CHESHIRE SKlO 3PF 




SAVI 

Atari 520 STFM Comput< 
Built-in' % Meg. Disk Drive 
Built-in Yz Meg, RAM Memory 
Built-in TAA Modulator 
Built-in Power Supply 
Separate Numeric Keypad 
Midi Interface 
512 Available Colours 
Free Mouse Controller 
GEM on ROM 
Free Atari Language Disk 
5 Free Disks . . . . 
C/PM, Utilities, Demo's etc. 




EX. VAT 

inc. VAT = £299,00 



0UIY 1 • 1 0 BLANK DISKS 
• MD 70L STORAGE BOX 
• MICROBLASTER JOYSTICK 

{Total Value of these items - Nearly £401/ f) 

Compumart Care MOKE. .. 

We now offer a "FREE LOAN MACHINE" 
(subject to availability) should any delay 
occur during your Warranty Repairs. 



Great Compumart Deals always, available 
on the full range erf ATAR I ST Hardware, 
Software and Peripherals, 




Campumart 



Dept ATU Unit 8 Falcon Street 
Loughborough - lefes - iff! I EH 

X 0509-262259/266322 / 233393 

(Prices 4 Delivery Subject to Availability £. dt O.K.) 
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Game 



i 



< From Page 22 

2829 REM #* POSIT IOi CURSOR «f 
283fl K=i:Y=* 

2 S48 FOft l=S TO 1 STEP -i 
2858 IF CATS(2,N) O « THEM H-2 3 V -8 
2858 IF CATSll,MJ<>tt THEN X=l:Y=N 
2878 NEXT M 

2iB8 POSITION 11*18-2, V*2-l:? "X"; 
2188 HEH ft* MOVE OH JOYSTICK ** 
21 18 REH 

2128 IF 5TRIS[«=| THEM 60*118 2488 >' RET 
URN 

2123 H0VE= STICK 181 

2125 IF HOME {}? A» HOVE Oil AMD H0VE( 

>1| AMD H0UEO14 THEN 2128 

2127 POSITION X*i0-2 r m-l:? " "} 

2138 H=K4tHOUE=7)-OH0E=il] 

214 8 V= V* CHOUE=13] - £ HOW = 14) 

2188 IF Y(l THEN V=6:K=N-1 

2176 IF Y>0 THEN V=l:K=K41 

2 Iff 8 IF M>2 THEN X-l 

2198 IF H(l THEN X=2 

2208 IF CATS IK, V) =t9 THEN 2138 

2218 POSITION M*l8-2jlf*2'l:? "N"i 

2228 FOR P=l TO 18: NEXT t> 

2238 GOTO 2128 

23 Jt REH IK CALCULATE SCORES ** 



2488 

2485 

2418 

2428 

2418 

2448 

2458 

2458 

2478 

2498 

2588 

90S 

251* 

2528 

XT k: 

2540 

255* 

2560 

N SC: 

2578 

2588 

2090 

2780 

2718 

2728 

2 

2718 

3 



SC=0 

POSITION H*l« f V*2-l:? " " 
FOR N=l TO 6 
OPTION CM) =8 
NEXT N 

FOR N=l TO 6 

OPTION (DICE <M>)=0PTIDN (DICE CI) 1+1 
NEXT N 

IF X-l THEH 2788 

REH ** COLUHN 1 ** 

IF V<7 THEH SC=OPTIONm»Y:COTO 2 

IF Y=8 THEN 2548 

FOR N-l TO f>^C=SCtOPTIONfN)«N:NE 

GOTO 2988 

SC=S8 

FOR N=l TO 8 

IF OPTION (N) =1 OR OPTION CN) =4 THE 
8 

NEXT M 
GOTO 2988 

REH «* COLUHN t ft* 

IPZlOtSl 
FOR N=l TO 6 

IF f=l ANO OPTION cum THEM SCrftft 
IF Y=2 AMD OPTION CN)> 2 THEM 5C=M» 



2740 IF Y=3 AND OPTION (M}>3 THEN 5C-N* 
4 

27SO If Y=4 AND OPTION INI >4 THEN SC=N« 

5 

2760 IF Y=5 AND DB>8 ANO OPTION (N)>1 T 
HEN SC=SC*(N»23tDB 

2770 IF Y=S AND DB=8 ANO 0PT1GN(N)>1 f 
HEN DB=H*2 

2772 IF Y=5 AND OPTION (*0> % THEN 5C=Nft 
4 

2775 IF Mil THEN 2830 

2760 IF Y=0 AND OPTION (Nl>6 AND OPTION 

*M11>8 ANO OPTION CM- 21 >0 THEN SC=E**3 

1-3 

2765 IF M<4 THEN 2030 

2790 IF Y=7 ANO OPTION IN) >0 AND OPTION 

rH"l»8 AMD OPTION CN -23 >0 AND OPTION EN 

-3)>8 THEM SC=CN«4J-0 

3888 IF V<6 OR N(4 THEN 2818 

2818 IF OPTION (NT ) 8 AND OPTION tN"I)>8 

ANO 0T»TION(N-2J)8 AND OPTION (N 3J> 9 AN 

0 OPTION IH-41> 8 THEM SC=CR*5^18 

2938 NEXT N 

2988 POSITION X*16-7,Y»2-1 ! ? 50 
2918 CATS CM j ¥1=99 
2928 ?0T=TOT+SC 

25J8 IF TOT>HISE THEN HISC-TOT 
2518 R£TLRN 



COMPUTERWARE 

PO BOX 318, STOKE-ON-TRENT, ST6 6UX 

All Items Usually Despatched Within 24Hrs!! Up to 20% Discount on latest titles!] 



TITLE Cut Olie 

221 B &ate r Steel - 1 2,50 

Votu'j! Ruaily ? - 1 S.00 

Arttanaid. T.Sfl 11.00 

Alflfl Ktm - .,„„... 8.00 

Aula Dud - 16 O0 

Battalion Connr-a-Hte' H03 12 50 

Birtta & Aiinaiam ,„ 1 , 111 ^ J „„„„- 2a. 00 

HrimHonfl _- £4.00 

FJroedsidet .....„- 24.00 

6uiB4f BilJPn mt toe CM B.OO 

Casino RoUalte H K 12.S0 

Canter For ce » - 24.00 

CSonftdin V*rwn ......12.50 lfi.00 

Cwial Conquetl - 24.00 

C*»idi 4 ChM B OO 12.60 

CcmpulBr Ajnbush - 2i.Q0 

Cusede n Europe 12 50 13.00 

Dvg — — ™ ..&» 7.00 

D«»on n lha Oes*i 12.50 

Deeper Burgeon*. 4 50 5 50 

DfVid — _ ...MO 12.50 

E«B«n - 22 03 

Figil NgU BOO 1250 

fmtfFn - 1?.» 

r lQl" Sr jdfcy 2 - 3B03 

f DcibaJte' o1 tw V«* 400 12.50 

FodbaJI Fonunw 12 50 lGOC 

Four Qml Genua. 3 50 550 

Four uVsal Games Vol 2 3 50 5 50 

Feu S!a' Cwnplalon Vol 1 .. 6.50 ft 00 

Fdlf Star Cofliplalen Vcl 2 5 50 600 

GaunrJtl „ (.00 1250 

Gen-iiyw <Ni r nty - 1600 

0«mi R*flfl*f... BOO 



TI-LL Ci» 31k 

Grsalwl H.fe Vd i S 00 12.50 

Gran Beral , „.,T 50 

vwWtfn-eves - lfi.Ofl 

hlard BaJI _ 6 :o lj.50 

Hollywood H« Jn - 20.00 

hlBtnatQ-ia KEiaie S SO 13.5C 

Japai . ,„ „.„,.,- 20 00 

Jackal 8.50 12.50 

Jewels cf De/toeu 12 50 12.50 

Jec Sal Wily 6 50 

Je* A N***/ CMrnt 3 50 7.00 

Kampgrurta __ - 2fl.30 

Kennedj" Appreaffi 6 DO 12 5C 

<fl(fnOrt 12.50 12.50 

LBadeftKard SCO 12 50 

Lafldartaare' T6Lrt»rn*ni i 50 100 

Leapsl*' _ 6.50 100 

Living, DaykphB 6 00 12 50 

LA* tail 6.50 S.00 

Mecfi Brgade _ - 24.00 

Mercenary Cwnpanlijfi 12 50 1 5 SO 

U\m 6.50 6 50 

MriiOftattZ - 16.00 

Min#*hflfll „ - 20 00 

Morwunia't Rmnge S 00 12 DO 

Mwnm si _. - 20.00 

Must Ctojtuelcn Sfl - 12 50 

l*ahtHaiG 6.M 6.00 

Ogra _ „„„ - 16 CO 

Paniar arafl*di»r.„ „„ - 20 PO 

Pawn - 16.00 

PhanHnw 2 - 16.00 

Phintftn 6.50 6.K 

Pralae o 1 Baitmiy Cqbi1 - 6 CO 



TITLE 

RaJfem Perfortcn B.OO 

Par*i kMAAJbd Jax fi.53 

Prim Shop .- 

Raid ajat Moscow B.OO 

San FraratoO _ - 

StoqI En IjpG .__ ..1.00 

: : - Swe* —.B.OO 

&lieor DreamB 12.50 

Snail Hie Vol 5 B.OO 

&nm Hill Vol & _-_.fl.0C 

5-nati H* Vd 7 B 00 

Soto Fl^hl..__ B.OO 

Spm-iizy B.OO 

Spire « B 00 

Speed PLin „ fi.SC 

Slow 0»m* Swkv _ 7.50 

Slaten Fall _.. _.- 

Sunnier Oin*t , - 

Super Huey S.00 

Super Zsnar BOO 

T.ma-iawK fl 30 

TiWum ........MO 

Trhnal Pursuit.... 12 50 

\Jait i .- 

USAAF , ._ - 

Via*fwrn - 

Waithip „_ 

Warga™ Conbliicton Set - 

titi n Rikm. — - 

Wtotaw Wir»2 6 50 

Winter CHjuppn . ..6 50' 

Wiardt Crown.,. -.- 

fiWi Cw Manser 6 30 

Zirwn __ fl 30 



Dlie "1.99" BUDGET 

\fak* ttch of any 

S.00 Ai;^naoa 

34 00 BMX Snjfilor 

12.00 EkjUH* Tmtk 

20.00 Chimera.... 

12.50 Colony 

12.50 C-y&la Ratdef 

1250 Despfllm ftdar 

12.50 Otcalhlon 

12.50 Daxf &ce 

12.50 ELteesor 

12.50 Ftud 

12.50 Gnd Rurr* 

H 1DO Gun Law 

S CO Henry* Hotiw 

- How Bww 

22.00 Invasion 

'2.60 lo«.... 

•2 50 MlkflBoa 

- Mere Rhytwrt - 

i2.£0 Muuml Camttf 

'2.00 Masie^ Che.. 

16.00 Ms Da u Man 

'5.00 Nina M_£1B' 

25.00 Pamher. 

12.50 Rtf Mix — 

24.00 Sptry HtrDl. 

1€.00 Storm ._ 

24.00 Sjt-nanr* Cfl-nmarH)4f 

B.OO Tar*. CorniBnder 

B.50 Tatf* Foot* 

ifi.00 Unwersi Hem 

11,50 Ifirtuwk 

- Wfw W«lly 



TLES 
3 lor E5) 



1.W PUKET irrLES; 
(Frte* uch of HTjf 2 fat I4f 

.1J0 tflO...,,., ._ 2.70 

.t.40 AmjJUfO«_ 2.70 

,1jM Alley Cad _ 2.70 

.1J0 BoUOet 0«h 2 _ 2.70 

.140 Cickm Chase 2.70 

AW Deelh Raca 2.70 

.1.80 r>op 2W „ 2.70 

,1.W Fidgel , 2.70 

AW FoolbeJI Manager _ 2.70 

.1.60 Hulk.,, 2.70 

1W Ki*o*Dut Boakig 2 70 

AW LastYfl. 2.70 

. 1 . W Mtung 0n« Droid ... 2.70 

AM Ninja .. 2.70 

AW New Vrvk Oly 2.70 

.'.BO Ofpr^c Svar 270 

1J0 On Cue.. , , 2.70 

AM Panik „,„ 2.70 

AW Snool Em Up^urAjie}.. „. 2.70 

AW SpelttwuTd ._ ,. 2.70 

.1.80 SurviMort 2.70 

AW Spearman ._ __ 2.7o 

. 1.W Superman 2 70 

.1.80 

■ • BC 2600 £enffi Video Ci- -•:•:*<. fie^aiara 

i.BO Mooi Parol, Surgau Po>« P».ijr Mt. 

.1.80 Ptcmin: Jousi; GaJajton; Mllpece; Og &jg. 

' BO Gvte Castas RPP 993 Ojt. i >j im 

.1.80 

. I JO Joytdckt: 

. i.W QLkHahct II Tjrbo E'250: doeiah 125* 

' BC £650. £atnt*)\w Ptj 5000 £14 00, 

. 1 BD Sinw IFJJS019:. E5.50 



All software consists of genuine, brand new, original titles, Prices include post & packing (Orders of less 
than £6 in total ptease add SOp}* Europe add £1 for 1st item then 50p tor each additional item. Subject to 
availability, all software is usually despatched within 24 Hrs. Please make Cheques/POs payable to 

'COMPUTERWARE' 
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ARE YOU MISSING OUT? 

You've got lots of questions about your computer but don't 
know who to ask! We do! You're not sure which software \$ best 
for your application! We do! You'd like to keep up to dale with 
new releases and be sure ihey are a good buy. but who's going to 
tell you? We will! You would love to get lo know ol her Atari 
enthusiasts, but you don't know how! We do! You want to get 
some of that 'Public Domain' software you've heard about, but 
where from? We know! You don't want to feel like you're the 
only Atari owner in the world, but where can you turn too! Well, 
we can help? Great, but who are you?? 

We are the largest {and oldest) Atari Computer Owners Club 
in the U.K. For just £5.00 per year you get help, assistance, hints, 
tips, friends* pen pals, access to PD software, up to date 
Information , games, utilities, hardware projects, software 
reviews* programming tutorials* and a glossy club magazine 
every quarter. 

A dub magazine as weJI!! One of those photocopied things 
that is unreadable, eh! Well no. It's professionally produced, just 
like this magazine you're reading. It's called MONITOR, you may 
have heard of it7'Yes, friends of mine have read it and say it's 
great! How do I join the club a nd get my copy of MONITOR? 
Easy just send a cheque or poslal order for £5,00 to the address- 
below requesting a four issue subscription, Overseas 
membership is £8.00 [surface] or £12.00 (Airmail). 

You won't be disappointed!! 

The U.K. Atari Computer Owners Club 
P.O. Box 3, Rayleigh, Essex, SS6 8LR 

Independent User Group 



How to get 
your Atari 
to talk to 
a BBC Micro 

(or a Spectrum or a Commodore 
or an Amstrad or an IBM , , . or 
ANY other computer}. 

Language problems become a 
thing of the past when you join 
MicroLink. Now you can use your 
Atari {plus your telephone) to 
send messages to any other 
computer user, with no 
restriction on make of machine - 
or even on 
distance. 



ffikroltoK 



Details from 061-456 8383 



i%< 
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DISK DEALS... 

WITH NEW LOWER PRICES, 
FREE PLASTIC LIBRARY CASES 
AND FREE JSt CLASS DELIVERY 

3 5 Blank Disks 




TOP QUALITY BULK 
PACK 2Vz DISKS 
Fully Guaranteed 
Individually Certified 
Tested 1 00% Error Free 
FREE - User Labels 
FREE - Top Quality 
"SLIM PACK" Plastic 
Library Case with 
every 10 Disks 



tiectronic mail amf 
AW*, tmtcH mart- 



50 



TOO 



10 



50 



100 



00 

EX. VAT 
mc. VAT = £1 2,65 



90 



EX VAT 

inc. VAT = £57.39 



EX. VAT 
inc. VAT - £1 06. AS 



£13-00 

inc. VAT = £14.95 



1 90 

EX. VA1 



£!l. VAT 

inc. VAT = £1 28.69 



MD 70L - 3W DISK STORAGE BOX 

• Holds up to 70 Disks 

• High Quality 

• Impact Resistant 
Plastic 

• Smoked Hinged 
Lockable Lid [2 Keys) 

• Supplied with Dividers 



\ 



valuator 

Tamest, 
Disks fr* 1 ?* , . 

B pWt dm** * tc ' 




£11 -^s 

m^DI mL K ex. vat 

inc. VAT = £12,95 ! 



Oept AT U * Unit 8 - Falcon Street 
Loughborough » LeJcs » LEU IEH 
X 0509 - 262259 / 266322 / 233BB3 

fPrc'cw <£ Delivery Subject 10 Availability E. <£ O.E.) 
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Add -a-Mouse 

a. 



[ 




SIMON MILLER 
has a handy line 
in joystick-driven 
cursor routines 



MOST programs require input from 
you at some stage, even if it's only to 
select a game level, or supply a 
yes/no answer. Complex software 
often has a wide range of options to 
choose from, and in these circum- 
stances a mouse-controlled menu 
offers significant advantages over 
standard keyboard input. 

The mouse moves a cursor around 
the screen,, without affecting anything 
that's already printed there - usually a 
menu of available options. You pos- 
ition the cursor over the option you 
want, then press a button to select it — 
there s no keyboard entry whatsoever, 
so you can't accidentally type 
something which will crash the 
prog ram. 

A mouse can be used where key- 
board input is difficult - for example 
on graphics screens without text win- 
dows - so many people will find it 
much less daunting than an array of 
keys, 

The ST series all contain an 
operating system which is specifically 
designed for mouse control. No such 
luck with the 8 bit range, unfor- 
tunately, but it is possible to emulate 
many mouse features using an 
ordinary joystick. Atari's artist pro- 
gram Paint employs this technique to 
select colours and textures. 

The routine described here will 
move a player-missile cursor, under 
joystick control, quickly and smoothly 
around the screen in any Graphics 
mode, even while a Basic program is 
running. The cursor's horizontal and 
vertical coordinates are returned in 
two addresses at the top of page 6 r so 
there's no problem keeping track of 
position, and you can define a window 
anywhere on screen to confine it. 

The cu rsor can flash at a rate of your 
choice, or remain unblinking, and it's 
easy to switch the entire mouse 
system on or off at different points in 
your Basic program. 

You could also use this routine to 
make letter-matching, word-finding, 
counting or other educational games 



for small children who cannot yet read 
or write. 

It's also valuable for applications 
involving the general public, such as 
fund-raising events or shop demon- 
strations, where the computer console 
can be locked well away from 
marauding fingers, 

Program I contains the main 
routine. It's mainly machine code, so 
take great care typing the data state- 
ments, and be sure to save a copy 
before you run it for the first time. 

Line 10 reserves eight pages above 
screen memory to hold all the data. 
The first four act as a buffer to protect 
the machine code from those com- 
mands which erase data above 
RAMTOP. Clear screen and Graphics 
commands will erase the first 64 bytes 



in the reserved area, while scrolling a 
text window will erase a total of 800 
bytes. If there is no risk from these 
commands in your Basic program you 
can change the second statement in 
line 10 to POKE 106,S and this saves 
you 1 k of memory. 

The next four pages hold the player- 
missile table but, as always, the first 
384 bytes are not used for player or 
missile data, so we can store all the 
machine code there. 

The routine wedges itself into the 
vertical blank interval and is therefore 
executed automatically every fiftieth 
of a second. This means that the 
routine does not steal any of Basic's 
processing time, so program speed is 
not affected and the program will run 
happily no matter what Basic is doing. 



1 REM «10USE DRIVER ROUTINE 

2 REN BY 5 1 MOM MILLER 

3 REM { c ) ATAHI USER 

10 S- PEEK < 106) -i' POKE 1 06^S- 4 : G H APH I C 3 
0;S2=S*256 
20 FOR X = 0 TO SPREAD D;PQKE S2 + X,&:N 

30 DATA. 104,104,104,141,7,212,141,245, 

6,24,105,2,133,204,133,206,169,0,135,2 
03 

40 DATA 133, 205, 141, 246, 6, 141, 252, 6, 16 
8, 762 , 2, 14 5,205,136,208,25 1 , 230 , 204, 20 
2,208 

50 DATA 244,104,104,141,254,6,104,104, 
141,255,6,169,3,141,29,206,169,46,141, 
47 

60 DATA 2,169,107,141,249,6,169,17,141 
,253,6,169,203,141,247,6,169,49,141,24 
B 

70 DATA 6,169,14,141,192,2,169,2,141,2 
53,6,163,102,174,245,6,169,7,32,92 
&0 DATA 228,96/173,254,6,208,6,141,0,2 
03, 76,9ft, 22 8 , 1 73,252,6, 208,7, 169,1 
90 DATA 141,24 5 , 6,203,23,2*15,246,6,176 
,15,169,0,141,246,6,173,245,6,73,1 
100 DATA 141,245,6,16,3,238,246,6,173, 
120,2,201,15,240,121,173,255,6,24,105 
110 DATA 5,168,162,5,169,0/145,205,136 
,202,16,250,173,120,2,41,1,204,20,173 
120 DATA 255,6,56,237,253,6,205,250,6, 
176,3,173,250,6,141,255,6,208,25,173 
^30 DA T A 120, 2, 41,2, 208, 13,173,255,6,2 



4,109,253,6,205,249,6,144,3,173,249 
140 DAT A 6,141 ,255 ,6,173, 120,2,41,4,20 
8,20,173,254,6,56,237,253,6,205,246 
150 DATA 6,176,3,173,248,6,141,254,6,2 
08,25/73, 120, 2, 41 , 8,203, IS, 173,2 5 4 
160 DATA 6,24,109,253,6,205,247,6,144, 
3,173,247,6,141,254,6,172,255,6,169 
170 DATA 32, 145,205, 200, U5, 205, 203, 16 
9,248,145,2 05,200,169,32,145,205,230," 
45,205,173 

180 DATA 245,6,208,5,141,0,208,2*0,6,1 
73,254,6,141,0,208,162,15,149,0,208 
190 DATA 208,10,202,16,248/69,3,141,2 
51,6,240,11,138,10,10,10,10,29,3,208 
200 DATA 141,251,6,141,30,208,76,98,22 
& 

210 X=USR(S2,S,125,61> 
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Listing I: Main mouse program 
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Line 210 starts everything off. The 
first number in brackets is the address 
of our machine code. The second is 
the address - high byte only - of the 
player-missile table, and the final two 
parameters specify where the cursor 
will initially appear on screen, hori- 
zontal followed by the vertical pos 
ition. The values shown will place it 
centrally. 

You will normally want to tailor the 
mouse parameters for your specific 
application, so 11 addresses at the top 
of page 6 are used as registers, and 
you can change the values in nine of 
these to suit yourself. 

Table I shows the function of each 
address. 1781 and 1782 are used, 
along with page zero addresses 205 
and 206, as counters and pointers. 



1731 


' Counter (do not aJter) 


1782 


Counter (do not alter) 


1783 


Cursor window right border 


1784 


Cursor window left border 


1785 


Cursor window bottom border 


1736 


Cursor window top border 


1737 


Colour overlap detector 


1733 


Flash rate 


1739 


Cursor speed 


1790 


Current horizontal position 


1791 


Current vertical position 



Table I: The page 6 registers 



Don't alter any of these, or the pro- 
gram will crash. 

The default values in 1783 to 1786 
allow the cursor to move anywhere 
on-screen, but you can use these 
registers to define a restricted 
window. For example, POKE 1783,91 
will stop the cursor descending into 
the text window at the bottom of a 
graphics screen. 

Address 1787 lets you use colour 
rather than cursor position, to detect 
which menu item has been chosen. 
When the cursor overlaps one of the 
four possible playfield colours - either 
a text mode letter or a map mode pixel 
- the number shown in Table II is 
returned. 

This value is updated only once 



Number 
in 1787 


Colour 


Register 


Default 
colour 


65 


COLORO 


(708} 


Orange 


55 


COLOR1 


(709} 


Yellow 


65 


COLOR2 


(710) 


Blue 


72 


COLOR3 


(711} 


Pink 


0 


COLOR4 


{712) 


Black 



Table it: Cursor/Ptayfieid overlap 



during each vertical blank period, 
though the cursor may move several 
times. You might therefore get an 
apparently false reading when the 
cursor is close to, but not actually 
touching, a playfield coiour. To 



minimise this problem, keep the 
speed value below 4, and use the 
centre of the cross, not its arms, to 
indicate your target. 

Address 1788 controls the cursor 
flashing routine. Its default value is 0, 
which keeps the cursor unblinking, but 
any other number will start it flashing 
at the rate specif fed by that number. 
Values between 2 and 8 should prove 
suitable. The flash rate is also affected 
by cursor speed - address 1789 - so 
you will usually need to set these two 
parameters together. 

Address 1789 controls the speed of 
the cursor movement, and it is initially 
set to 2. It governs the number of 
times the cursor moves during each 
vertical blanking interval, and you can 
modify it to suit your requirements. If 
you set it to zero, the cursor won't 
move at all, while a setting of 4 will 
move ft four steps every VB period, 
which is pretty fast. 

Unfortunately, since the joystick 
register is updated only once per VB 
period, the four steps will all be In the 
same direction. This means in effect 
that higher speeds give you less resol- 
ution, and make it more difficult to 
position the cursor very precisely. 

1790 and 1791 hold the cursor's cur- 
rent horizontal and vertical position 
respectively. You will normally use 
these two registers to detect which 
menu item has been chosen. 

The values refer to positions on the 
player-missile grid, and do not corres- 
pond to row or column numbers in 
any Graphics mode. Your Basic pro- 
gram can translate them easily 
enough into row and column coordi- 
nates, if necessary. 

1 790 is a Iso used as a switch . Poke it 
with 0 to turn the mouse routine off 
and remove the cursor from the 
screen. To switch it back on, do 
another USR call like the one in line 
210, with different values for horizon- 
tal and vertical position if you wish. 

The additional lines of Basic in Pro- 
gram IE show a simple application - 
using the mouse system to select a 
colour for the text window. Plug a joy- 
stick into port 1 and use it to position 
the cross anywhere along the menu 
line you want, then press the trigger. 
Lines 410 onwards check the cursor's 
vertical position, to see which item 
has been chosen, then set the selected 
colour. 

Exactly the same principle can be 
used for more complex menus and, 
since you can use any Graphics mode, 
the choices may be indicated by pic- 
tures, or icons, rather than words. 

Although the program is primarily 
intended to drive a mouse, the fast, 
smoothly moving cross would make 
an ideal gunsight in arcade-type 



games, and address 1787 makes it 
easy to see whether you're on target, 
Remember that all the initialisation for 
two-line resolution PM graphics has 
been done for you, and players 1 to 3 
are available. 



Listing II: Additional program to add 
menu options to Lising I 



220 REH Add this cede to Progran 1 to 

set up a denonst ration nenj . 

230 GRAPHICS 2: POKE 555 / 46:fiE-« iust re 

-set MACTL after every GRAPHICS comna 

nd. 

240 REM Set up windou for cursor noven 
ent : 

250 POKE 1783,147: RE* right-ranc horde 
rj. 

260 POKE 178t,105:REH Left-fiand border 



2?3 POKE 17a5 f 8Z:REH Sot* on Dorce-, 

2S0 POKE 17S6,18:REH Top border* 

290 POKE 1?a6,4:RIM Cursor flash rate 

300 POKE 1789/1 i REM reduce cursor spee 

i. 

310 POSITION 7,0:? *6;"BLACK" 
320 POSITION 7,1:? f6;*YELL0IJ' 
330 POSITION 7,?:? *6;-GREEIV 
340 POSITION 7,3:? #6; "ORANGE' 
350 POSITION 7,4:? *6;BH0HN" 
360 POSITION 7,5:7 Hy'iHiV 
370 POSITION 7,6:? ^6; PINK' 
3S0 POSITION 7,7:? *6;GREr 
390 POSITION 7,fl;? #6; "WHITE 
m IF STR1G{0)=1 THEN 400 
410 VP=PEEK(1791):REH Cursor s current 
vertical position. 

42B IF VP<:21 AND VP>15 THEN SETCOLOR 2 
,0,fl:GOTQ 510 

436 IF l/P<29 AND VP>22 THEN SETCOLOR 2 
,12,10:6070 510 

44B IF VP<37 AND VP>32 THEN SETCOLOR 2 
,12,4:GO70 510 

450 IF VP<45 AND Vf>38 THEN SETCOLOR 2 
,2,8:5010 510 

460 IF VP<55 AND VP>46 THEN SETCOLOR 2 
,15,6:GOTQ 510 

470 IF VP<fi1 AND VP>5* THEN SETCOLOR 2 
,9, 4:6070 510 

4S0 IF VP<69 AND VP>62 THEN SETCOLOR 2 
,4,fi:GQT0 510 

490 IF VP<77 AND VP>70 THEN SETCOLOR 2 
,0,irGOTD 510 

500 IF VP<85 AND YP>78 THEN SETCOLOR 2 
,0,12:6070 510 

510 REM Any additional. Basic code can 

here. 
520 GOTO 41 
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Getting inside 
the console 



ANDRE WILLEY takes an in-depth 
look at the Atari XE systems 



FOLLOWING last month's overview of 
the new Atari XE games console and 
keyboard, let's take a more detailed 
look at how it performs and what you 
can expect if you decide to buy one. 

As you probably know by now the 
XE system is supplied in two versions. 
The first is the straightforward games 
console with joystick and built-in Mis- 
sile Command. In this configuration 
you could, in fact, add both a tape 
deck and a disc drive, but you'd only 
be able to use them to load pre- 
recorded games. 

That said, the difference in cost 
between cassette and cartridge based 
software would quickly offset the price 
of an XC12 tape deck, 

The second package comes with 
joystick, light gun, plug-in keyboard 
and the Bug Hunt cartridge game 
making a 64k 8 bit computer which, in 
practical terms, is almost identical to 
the old 800XL. In addition, you also 
get the cartridge version of Flight 
Simulator II - a very well respected 
aircraft emulator game which uses 
both joystick and keyboard. 

Those interested in the games angle 
might like to note that Missile 
Command will run very effectively 
with a Track-BalL 

What you don't get, however, is a 
tape deck, which I find a little 
surprising as this pack is being sold as 
a programmer-oriented item. But you 
do now have the basis of a complete 
computer system and you can add 



most of the peripherals available for 
the 8 bit range - but more of that later. 

Let's start by looking at the console 
from the outside. Most of the standard 
I/O connections are present, including 
the now obligatory two, rather than 
four, joystick sockets, the 13-pin serial 
I/O port and the 7-pin Din power 
socket which, incidentally, uses the 
same power supply module as the rest 
of the XL and XE range. 

Also present are the TV output — 
phono socket with detachable RF 
cable - and two new sockets, 
composite video and audio out. These 
always used to be part of a 5-pin Din 
socket which also included 
chromiance and luminance (colour 
and brightness) signals but neither are 
all that likely to be missed 



Convenient 



The cartridge socket is on the top of 
the machine as with the XL series, and 
is much more convenient than the 
awkward rear-mounted system used 
on the 130XE. It should take all XL/XE 
cartridges, including the sophisticated 
bank selecting ones such as Action!, 
Mac/65 and Basic/XE. 

The final socket, which has never 
been featured on an Atari S bit 
machine before, is a 15-way D socket 
to allow connection of the removable 
keyboard. 

Unfortunately for any serious com- 



Current Atari Computer/Console Packages 



Model 


Includes 


Price 


XES 3001 


Console and joystick only 


£79,99 


XES 4001 


Console, keyboard, joystick, Flight Simulator II 
cartridge, Light gun and Bug Hunt cartridge 


£119.99 


XES 2002 


Keyboard, XC12 data recorder, 10 games on two 
tapes 


£59.99 


XES 2001 


Light gun and Bug Hunt cartridge 


£29.99 


130XE Pack 


130XE 128k computer, XC12 data recorder, 
joystick and 10 games on two tapes 


£139.99 


65XE Pack 


65XE 64k computer, XC12 data recorder, joystick 
and 10 games on two tapes 

* (Dixons/Currys special offer) 


£99.99* 



puter users Atari has not allowed any 
expansion of the machine by rather 
short-sightedly omitting the parallel 
bus which has been present on all 
Atari 8 bit for the last six years. This 
means you can't add any of the now 
very common memory boards, fast I/O 
modifications or even such main- 
stream computer products as hard 
discs, 

I find this to be an unacceptable 
cost-cutting exercise. After all, how 
much would it have cost to leave a 
simple edge connector - or even the 
edge of the PCB itself - protruding 
from the rear of the casing? In order to 
save a few pence Atari has eliminated 
the possibility of using the XE console 
as a serious computer system. 

Other than this one little niggle I 
found the new unit, with It's elegant 
detachable keyboard, to be a marked 
improvement over the older 
machines. Certainly the quality of both 
the television and composite video 
outputs show a marked improvement 
over the rather faint and slightly 
blurred 130XE display. 

The sculptured keyboard has an 
excellent feel with a light but very pos- 
itive action. The layout is the same as 
that of the 130XE, with the exception 
of the function keys which are now 
round, pastel-shaded buttons along 
the top of the unit. It would, however, 
have been nice if Atari had marked the 
keys with both the control key 
graphics and the international charac- 
ter set rather than just the graphic set. 

Now let s see what's new under the 
bonnet - surprisingly little in fact. In 
essence the only difference you're 
likely to notice at first is the fact that 
Missile Command is now built into the 
machine. This, together with Basic, 
the operating system and the self-test 
routines are all packed into a single 
32k rom chip banked into the correct 
locations by the Freddy chip and a 
couple of memory management 
support chips. 

The power-up sequence now checks 
for the presence of the keyboard 
before deciding what portions of the 
rom to enable. If there is no keyboard 
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XE games console internal layout 

the default is to run Missile Command, 
Hold down Option and you'll get the 
self-test mode, Select gives you Basic 
<for all the good it will do you without 
a keyboard) and Start gives a cassette 
boot. 



The operating system 



If the OS detects the presence of a 
keyboard the default power-up is 
Basic and Option gives you seif-test 
mode. Select gives Missile Command, 
Start requests a tape load and, as with 
previous Atari machines, the buttons 
may be used in combination - such as 
Start and Option to override Basic 
when you load a machine code game. 

The first thmg I did when I received 
my console was to check which 
revision of the operating system was 
being used. Dated May 7, 1987 it has 
the same internal code as the 1 30XE 
iB 6700 1 ) r but is entitled Revision 4.0 - 1 
don't know what happened to 
Revision 3, The differences between 
Revision 4.0 and the XL/XE OS are 
purely cosmetic - most of them being 
in the self-test routine. 

The latter's initialise locations at 
$5003 and $5000 have been moved to 
$5000 and $5006 respectively, and the 
keyboard template has been altered to 



show the correct XE layout, rather 
than that of the old 120DXL This prob- 
ably explains the major modifications 
to the OS which exist at SCA54 to 
SCB55 However, the Break key still 
doesn't show up correctly on the test. 

The power-up and system reset 
routines have some extra code 
patched in at $CB65 to take note of the 
possible new configurations - such as 
booting with Missile Command, Cm 
not sure why Atari bothered, since the 
modified handier doesn't seem to be 
able to cope correctly with the game in 
any case. 

For example, if you boot the system 
with Missile Command and then press 
Reset you will be dropped back into 
self-test, and the next time you try 
you ll be returned to either Missile 
Command or Basic depending upon 
whether you have a keyboard 
attached. Fortunately, when you're 
working in Basic the Reset handler 
seems pretty reliable. 

The only thing worth mentioning is 
the patch at $CB90 which enables the 
cassette handler to look for the Start 
key as well as Return to start cassette 
I/O. This was added at the last 
moment after a frantic plea from Atari 
UK saying that users without the key- 
board add-on wouldn't be able to boot 
commercial games tapes. 



Strangely enough, most of the par- 
allel device driver code designed to 
Interface with the XL/XE parallel bus is 
still present. All that seems to have 
been altered are some vectors at 
$E49E - in other words, there's a large 
chunk of totally wasted rom inside the 
XE console - besides the self-test, that 
is. 



The light gun 



The only new item in the package is 
the light gun and this comes with its 
own Bug Hunt game cartridge - the 
only game currently available. The 
firing range will depend on your TV 
set, but I managed to get a comfort- 
able 1 0 feet away from my 271 n screen 
with no problems. 

If we're to belt eve Atari's adverts, it 
would appear that the gun fires an 
invisible beam of lig ht at the television 
screen. This is not strictly true — what 
actually happens is that the TV set 
fires a completely visible beam of l ight 
at the gun. 

As you will know if you've followed 
some of the more technical articles in 
Atari User, a TV set wo rks by scanning 
a pinpoint of tight across the screen. 

Turn to Page 30 ► 
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^ From Page 29 

lighting it up as it goes along. This 
beam starts at the top left and moves 
across the screen until it reaches the 
end - at which point it goes back to the 
left hand edge and starts again one 
line lower down. Some fiftieth of a 
second later this process has reached 
the bottom and the whole things starts 
again. 

Because our eyes don't react fast 
enough, we see it as one solid image 
rather than a fast moving dot of light. 
The Atari, on the other hand, is quite 
fast enough to see the momentary 
flash of light. When the dot reaches 
the area of the screen you are cur- 
rently pointing the gun at a small 
photodiode in the gun registers the 
pulse back to the Antic chip in the 
computer. Antic then does some 
pretty rapid calculations to work out 
where the dot is at that precise 
moment - and you have your light 
gun location. Light pens work in 
exactly the same way. 

This calculation happens whenever 
the gun is pointed at the TV set - it is 
the software which decides whether 



you have pulled the trigger or riot. The 
trigger status shows up very si triply as 
a movement on one of the joystick 
lines. The switch used is of the nor- 
mally closed variety, so the trigger 
pressed condition will register a value 
of 15 at STICK(0) r with the default 
result being 14 — exactly the opposite 
to what you'd except from a joystick. 



PEEKing 



□ 



The horizontal position of the gun is 
always available by PEEKing location 
564 ($234), and the vertical position is 
at 565 {$235), The vertical location is 
easiest to use - it reg isters 6 at the top 
of the screen and 123 at the bottom. 

Horizontally, the gun will register 
between 85 and 95 at the left of the 
screen. This value will then increase to 
about 227 two-thirds of the way across 
at which point it will drop back to zero 
and start counting up again to 
between 20 and 30. 

It's always best to work 'out the 
correct values for your own television 
- but you must remember to use a 
formula to calculate the true horizon- 
tal value. Next month I'll show you a 



few ideas for using the light gun in 
your own games programs, 

So much for the hardware r but what 
does the Atari computer enthusiast 
who wants to keep up with the 
Joneses get for his or her money? 
Well, you'll get a very attractively 
designed package with a light gun and 
Missile Command built in, but no pos- 
sibility for expansion of the 64k 
memory, or of adding any high-speed 
peripherals. Neither do you get any 
form of storage medium such as tape 
or disc with the package. 

Alternatively you could pop down to 
your local branch of Dixons or Currys 
and buy a 65XE computer (including 
an XC1 2 tape deck, joystick, 10 games 
and that all important expansion con- 
nector) for £99.99. Then, if you really 
want one, you can pick up the light 
gun and the Bug Hunt game for 
£29 99. 

If, on the other hand r you are more 
of a computer novtce who is looking 
for a cheap but very sophisticated 
games playing console with an 
amazing range of superb software and 
the possibility of upgrading to a full 
computer at a later stage - you've 
definitely got the right machine. 




US GOLD Cut*. Disc 

Rebel Change 22 95 

Gain* Crui*w 22 95 

221 B Baker Street J 1 .B5 

Broadsides , 22 95. 

USA A F 2S.95 
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Warship , ,. .,. , 25.55 

C arris r Fore* 2&.9& 

Colonial Conquesl 2 2.95 

Wiards Crown 16.95 

Settle of Anrb'lam 2&.9S 

Kamlgrupps ... . . , , 25 99 

Pnntshop 35.00 

Graphics Disc 1 1 7.(10 

Graphics Oisc II 17,00 

Pttfomn Perfection , B 95 

Beer + Dropzone + Cavem& 6.00 

Alari Ace a B 95 

Shw1 'i.im up 0 95 

Summer Games 10.85 

A/cade Classics.. ,, 795 

Tgmpta of Apshai Triogy 11 95 

Raid Over Moscow 7.9S 11 95 

BoacriHHd'll 1195 

Leadertward 7.95 1 1 .95 

Super Huey 8.95 11.95 

Field of Fire 11 95 

Vietnam 1 1 .95 

GauntlBl 6.95 1 1 .95 

AJWfrtAha Rashly l| 16.95 

Phantasy 16.95 

GwWysburiQ 2-5.95 

Panza Grenada 22.95 

War Game Construction £e1 1 B 95 

Medt Brigade 25 95 

Leadertward Tournament 4.99 6.99 

Gauntlet Deeper Dungeon 4.99 B 99 

War in Huiftifl . . 25 95 

ENGLISH SOFTWARE Cm. Disc 

Smash Hite Vol. 5 6.95 12 95 

Smash Hits Vc E a.95 12 95 

Smash Hits Vol. 7 6.95 12.95 

'Vtrtrrt (br JvAir.-iGifiry 



MILES BEHER SOFTWARE 

221 Cannock Road, Chadsmoor, Cannock, 
Staffs WS11 £DD, Tel: (05435) 79099 



ACTI VISION 

Ghostbuilor* 

CODE MASTERS 
BMX Simulation ... 

Red Max 

DOH ARK 



... 8.95 
Casa 

....1.99 
.1.99 
Cats, 



Lrvmg Daylights 8.95 

Tmial Pursuit , 1 2.95 

ELECTRIC DREAMS C«» 

SpMlzzy ; fl.95 

DIGITAL INTEGRATION C*M. 

Fighter Pilot 9.95 

Tomahawk B.95 

NOV AG EH 

UurCftnAiy 7 95 

Sricnnd City 5 35 

Mercenary Comp. Pack, , , 12 95 

DATA BYTE Cii*. 

Spy V Spy II 7.50 

Graphcs Art Dept 

Altec 7.95 

Spy V Spy I &.9S 

BoUder Dash Con&lruction KM .. & 95 
IHAGIHEOCEAN Cau, 

Arkenotd .,.,.,.,...,.7,95 

Green Beret 7 95 

INFOCOM Cuss. 

Station Fall 

Hitchhikers Guida Id the Galary 

Lurking HofW 

MASTER TRONIC Cb»s. 

On Cue £ 99 

SlOfffl 1-99 

180 2,99 

Amaurote 2.99 

Universal Her* 1.99 

Kick Start 1.99 

. va 2 

Ninja ......... .,.,2.99 

S.W A T 1 99 

Molowkr Man 1.99 

Crystal FMdert 1 -99 

Gun Law 1 99 

Mutant Camels 1.99 

Frensis 1 99 



Disc 



Disc 

'? 95 
18.95 

Disc 
12 95 

Dlac 
10 95 
12.95 

Dlac 
10.95 

8 95 
14.95 

Disc 
12.50 
19.00 
12.95 
12.95 
12 95 

Dlfc 
11.95 

Dl+0 

22.95 
2295 
22.95 

Disc 



Hovwer Sower 1.99 

RAINBIRD.FIREBIRD Cats Dlac 

Druid 8.95 12 95 

Jewels a* Daftness 12,95 12. 93 

GuJd o1 Thieve* 16.95 

Siiton Dream 12.95 12 95 

Tha Pawn , 16.95 

GREMLIN GRAPHICS Cut, Dhc 

Basil the House Delec*v6 B 95 12.95 

Trail Blaler 7.95 11.95 

Footballer ot the Year 8 95 1 J.&5 

SYSTEM I Can. Dlac 

International Karate 5 50 10.95 

SEGA Cdss. Dlac 

Zawori + Pooyii 9 05 9 95 

TYHESOFT Cass. Dlac 

Who Dm* Wins II 6.95 8.95 

Rally Speedway ROM only B.95 

Phantom 695 8.95 

DATABASE C«t. Disc 

Mini Office II .. . 16.50 

MICRO PROSE C*«, Site 

Silent Service &.95 10.95 

F-1 5 Strike Eagle 8.95 10 95 

Solo Right II 9,95 10.95 

Confiicl in Vietnam 12.95 16 95 

CDS. SOFTWARE Cass. Dlac 

Brian CAwgh'S Football 12.95 16.95 

Collosus Cn«& IV . 5 95 12.95 

ORIGIN Cat*, Dlic 

AetodaaJ 17.95 

Ogra , 16.95 

Ufinalll 16.95 

Ultima. IV 16.95 

ATARI SOFTWARE Cp#s. Disc 

Millepede - 12-95 

Defender - 9.95 

Donkey Kong Jnr ,. - 1J.95 

Star Raided II 12.95 

Cartridge* 

Joust , , , 9.95 

RED RAT SOFTWARE Cass. Dlac 

Uttte Dev*s 6.95 9.95 

Nqn Mares 6 95 B.9S 

C-^npilnnon 1 &.95 8 95 

Cwnpilar»n 2 6.95 6 95 

Astro Druid 6.95 6 95 

Space Lobster £ 95 B.9S 




Sprong 6.95 6.95 

Gumbles Crisis, 6 95 a 95 

Scroarnmg Wings €.95 9.95 

SUB LOGIC Disc 

Flight Simulator II 39.95 

San Francisco 21.95 

Japan ,. 21.95 

BUDGET TITLES 

Cass. Oiic 

Soccer .,. 1 .99 

CoJofly 1.99 

War Hawk, 1 .99 

Football Manager 2 99 

M^ler Chiles ... . ! 
Micro Rhythm 1.99 



HARDWARE 
Sage System E95.CM 
Mmiundo System £95,00 
Atari 5SDST Ftfl C299 
Epson LWOQ E249.W 
Ferguson CM605 Monitor/TV £209.00 
KC12 rawutlo unit ■+ green beret £34.00 
Computer pack ind Computer XC12 
software 5 joystick £ 135.09 
CX77 Touch TacJei EJ9.00 

PHONE FOR LATEST 
ST PRICES 

For lull list or ST 
'Software »ee our advert In 
Chi AUrl ST User 



Ail pne« «« cwruM at 1ln* at going id pnss. 
ACOWi Dr Visa ardera. *r nrnf 
PieaM Hid E1 ptr Hern lor o'fsni** onkn 
PkjBt* rrwki Crwqun er Fovlal Ordtrt payable 1o: 

MILES BETTER SOFTWARE" 
P|*gnf ar ifiti? for cDrnprphtftulYt *leel( Hit 1or 
At# rl ind ST vthwtn * hardwart 



WHILE 
STOCKS 
LAST 
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Picture processor 



MOST screen dump utilities work 
with 62 -sect or uncompressed files, 
and this program converts other 
types of picture files into this form. 
It's an ideal companion to the poster 
printer in this issue. Once converted, 
files will also load into the Atari Artist 
art package- 
Type in the program and use Get it 
Right! to correct any typing errors. 
When it is first run you will be 
presented with a menu of the different 
picture formats the program can use - 
see Figure I- You select option four if 
you want to see the disc directory. 

Once you have chosen a suitable 
format for your picture, you will be 
asked to enter the source filename - 
the one you want to convert - and the 
destination filename - the one you're 
creating - of the picture. It is important 
to note that if they are both the same, 
the original will be overwritten. 

After the filename has been given, 
the picture will be loaded and you 
press S to save it as a 62-sector file. 



GRANVILLE DAN BY provides a routine 
to convert picture files into 62-sector 
uncompressed form 

So^MB^DOWN 

Disc director/ rout.r« 

Loop to w^JJlJSr'S save routme 
Machine code <AA» ^ ^^^^^ 

a .,. A VARIABLE 

m as***.. " 

™ 2 * O^a i 80 ? ^ory 
^matron ffrename 



10-11° 
120-210 

220-280 
230-460 
470-510 
520-600 
610-650 
680 



Graphic An Department 
Paint 
Graphic 7 screen 



Figure I: Picture formats that 
the utifsty can convert 



10 REM ****** *************** * 

20 REM * PICTURE CONVERTER * 

30 REM * Br GRANVILLE HANBY * 

40 REM * (c) ATARI USER * 

50 REN ********************** 

60 DIM FNS(20),OA$f20),FN23(20) 

H FOR K= 1 536 10 156?:(!EAD Y:P0KE X # Y: 

NEXT x 

80 GRAPHICS fl:SETCOLDR A ,9 , ? : 5 E ICQ LDR 
2,a,§:ME 752,1 
90 POKE 112,0 

130 POSITION 11,3:? PICTURE CONVERTER 



110 POSITION 11,4:7 ' 

130 ? :? " 1. GRAPHICS ART DEPARTMENT. 

'40 ? 2. PAINT* 

150 ? " 3, GRAPHICS 7 SCREEN.' 

'55 ? 4, DISC DIREC'OfiV. 

J 60 TRAP 530:? :? 

^70 ? SELECT T-E A R T PACKAGE THAT TH 

V 

175 ? PICTURE h AS SEEN CREA'ED UITH. 

':? :? POSITION 1^16: INPUT A 

1S0 IT A<1 OR A>4 THEN SB 

190 IF A-1 THEN DUM = 5 

200 IF A=2 THEN DUH=1 6 

210 IF A=3 THEN DUH=0 

215 IF A=4 THE^ GOTO 530 

220 7 it "PLEASE ENTER FILf MAKE OF SOU 

RCE PICTURE D : SPACE . PIC 

230 TRAP 3E 

240 INPUT FNS 

250 ? 3? "PLEASE ENTER FILENAME OF PES 

T. PICTURE e.g. D: SPACE .MC 

260 INPUT FN2$ 



2?0 GRAPHICS 31 

2&0 POKE ^03 ,10: POKE 7&9,6:P0KE 710, 1 
POKE 712,15 

290 REM *** READ IN PICTURE 

300 OPEN .0,4,0, FNS 

310 IF SJ*sG THEN 330 

320 FOR T=1 TO &0M;GET *1 , A:NEXT T 

330 5CR=PEEK(88}+256*PEEK(a9) 

340 TRAP 420 

350 FOR X-0 TO 191 STEP I 

360 FOR r=0 TO 39 

570 GET *1,BKTE 

380 POKE SU*WX*4fl),BirlE 

390 POKE SCR*T+(X*48)*48,BYTE 

400 NEXT t 

410 NEXT X 

420 SOUND 1,50,10,'fl 

430 FOR T=1 TO 400:NEXT T 

440 SOUND 1,0,0,0 

450 GOSUB 620 

460 IF K<>83 THEN 450 

470 REM SAVE OUT PICTURE *** 

430 OPEN *1,8,0,F«23 

490 B=DSRM 5 36 ) 

500 CLOSE +1 

510 RUN 

520 REM *** DISK D I RECTORY *M 

530 ? CkRS(125) iOPEN *1,6,0,*D :*.+' 

540 TRAP 560 

550 INPUT *1,&A5:? DAS, : GOTO 550 

560 ? :? :1 :? " PRESS SPACE 

TO CONTINUE" 

570 CLOSE #1 

580 GQSUB 620 

590 IF K<>32 "HEN 580 

£00 RUN 

610 REN GET A KET *** 



520 CLOSE *1:DPEN #t,4,t/Kf 
630 GET *1,K 
640 CLOSE *1 
650 RETURN 

660 DATA 169, 11,162, 16, 157,66,3,165,38 
,157,64,3,165,89,157,69,3,169,0,157,72 
,3, 16?, 30, 157, 73, 3, 32, 86, 22&, 104,96 



/Getit 



'0 


CP1 


[0 


220 


?9i 


fG) 


~& 


PHP 


tSi 


n 


CP2 


(33 


230 


PT6 


(f) 


460 


4XX 


(R> 


30 


CP? 
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240 
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(it) 


470 
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40 
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4 90 
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270 
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500 
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280 


NKN 


(E) 


510 


DGN 
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80 
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290 
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(63 
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140 
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By NICK PEARCE 



BATTLE station*!, ..Battle stations! 
Enemy submarine detected on sonar, 
all hands on deck... I 

You are on □ mission in hostile 
waters in command of one of Her Maj- 
esty's finest battleships - the Royal 
Oak. The enemy submarines are a 
constant threat and as you go about 
your task, you never have a moment's 
rest. 

Your ship is armed with the latest 
depth-charges, which you can use to 
destroy either enemy submarines or 
their projectiles — the choice is yours. 

At the beginning of the game you 
choose one of four missions: Novice, 
Commander, Captain or Admiral - the 
hardest. Points are scored for de- 
stroying enemy vessels and a bonus 
number of depth-charges is also 
given. 

The subs lurk at four different 
depths, and the points and bonus 
charges obtained for destroying one 
depends how deep it is. They use 
shoals of fish to hide behind, and if 
one of your depth-charges hits one it 
will explode and the enemy will 
escape. 

Each mission lasts five minutes and 
if you survive you are awarded bonus 
points depending upon the number of 
depth-charges you've got left. If at any 
time you are hit by an enemy missile 
your depth-charge count is reduced by 
25 and if it drops below 25 your ship 
will begin to glow until the count 
reaches zero when it will explode and 
your mission ends. 

You control the ship using □ joystick 
in port one and a depth-charge is 
released by pressing fire. 

The game features the smooth 
movement of up to 20 objects and 
over sixteen colours on screen at one 
time. This is accomplished by the 
clever use of player-missile graphics, 
Vertical Blank Interrupts and Display 
List Interrupts. 



SCORE TABLE 




1 REM SUBMARINE HUN T Eft 

2 REM BY M. PEARCE 

I REM (dATARI USER 
5 GOTO 7Gti0 

49 REM DISPLAY 

50 NS-S"R*(PEEK(PTSH)*256*PEfKtPTSL)>: 
Ml=-0UMfl":HJ[6-LEN(Nt)) = NI:PQSlTIOh 3 
,§:? M$ 

70 NS=5TRS(PEE<(B0MSJ) :1S=-000':MS(i-L 
EEWiWE) 3 =NS: POSITION 11,1:7 MS: RETURN 

99 REN MAIN LOOP 

100 C0UNT= f H EQ 

116 CL0CK=CL0CK*1 :G0SUB SHOW: IF PEEK(£ 
0NSOL)<>7 THEN 403 

120 If CLOCK/PlPslNT<CLOCK/PIP) THEN G 

QTQ IN7(CLO{</PIP)*104-8fl0 

140 If PEEK(MIT) THEN 300 

190 C0UNT=C0LINT- T : I F COUNT THEN 110 

"99 J1EM SUBS FIRE MISSILE 

200 FOR 0EP7H=D TO 8 STEP 2:M=PEEK()!P0 

S+DEPTH) 

210 IF Ik60 OR M>1S5 OR NOT PEEKIXS^D 
+DEPTH) THEN 2*0 

220 FOfi 1=8 TO 7 : 1 F PEEKtPSi-]} THEN NE 

XT I : (50T 0 2S0 

230 POP : SOUND 5,1*2,5 

240 POKE M)[-H,PEEK(XPl)S + DEPTHH{PEEK(S 

HAP+DEPTH)=208)«15 

250 POKE HT*I,PtEK(VPOS+&EPTH):PQKE MS 

H,S{DEPTH):50UND 3,M,fl 

2U GOSUB SH0W:NEKT DEPTH :G0T0 100 

299 flEM SHIP HIT 

300 SOUND 3 / 2M / t5:N = PEEiC(CQL+i) :N=PE 
EK(BACO:G0SUB SHCrf 

3 20 FOR 1=0 TO 5:P0KE CO(.+4,RNI>(0} *255 
330 IF NOT PEEK(BOMS) THEN POKE TIME, 
55 

34B POKE BACKJNB(0)*2 5 5 :NEKT 1:G0$UB 
SHOW 

360 POKE C0LH,M:P0KE flA C K ,N : SOUND M 
,M 

580 IF PEEK(BOHS) "HEN POKE HIT,0:GOTQ 
190 

390 FOR 1=0 TO 200:NEXT I 
3 99 m GAME OVER 

400 POKE H I T , 1 : POKE SH ftP ,0 : GOS-UB 3UZZ : 

J=PEEK<PTSH)*a56*PEEK(PTSL)*fKTRA 

410 l=INT(J/256):POKE PTSL, WS6*I :PQK 

E PTSH,I:GOSUB SHOW 

420 IF J>HI THEN H I-J : G0SU6 SHOUHI 

430 IF NOT EXTRA, THEN Z = 1 99 : GOSUB PEN 

:? 'GAME OVE R' : FOfl 1=0 TO 900;NE*T I: 

GOTO 500 

440 Z=17fl:G0SJB PEN; 7 niSSZO.M AtEONPl 
I SHED' 

450 Z=Z19:G0SUfl PEN:? EXTRA;' BONUS P 
01 NTS' 

460 FOR 1=0 TO 36: SOUND 3,45,10,4: FOR 
J=0 TO iSiHEXT J 

m SOL ND 3,50,10,4:FOR J=0 TO 3 5 ; NEXT 
J:NEKT I : SOUND 3,6,0,0 

499 REM DISPLAY OPTIONS 

500 GOSUB EAASE.'GOSUB S«0U:60SUB SKOMH 
I 

510 POKE 5HAP*GE,MYT0P-' 7 

530 Z=52:S0SJS PEN:? HIMiHirJJ.PffifB 

540 2=12^: GOSUB PEN:? 'RESET to finish 

550 i=196:G0SUB PEN:? "SELE CT": GOSUB L 
EVEl 



560 Z=412:GDSUB PEN:? "START for game' 

599 REM READ CONSOLE KEYS 

600 K=PEEK(CQN5QL}:1F K=7 THEN 600 
620 POKE 77,0:GOSUB BUZZ: If KoS ELECT 
THEN 630 

650 D1FF=DIFF*1:IF D1FF=4 THEN DIFF=0 

660 GOSUB LEVEL 

6S0 IF KOSTART THEN 600 

699 REM BEGIN THE GAME 

700 GDSUB ERftSE: POKE SHAPAGE,MYTOP 
710 POKE SHAP,56:P0KE XPQS, 124: POKE HI 
M 

720 P0<E PTSL,0:POKE PTSH ,0; FR£Q=999: E 
XTRA=0 

740 GOSUB S HOU : GO S UB SH0WHl:G0TO 100 

799 REM DIFFICULTY LEVEL 

310 D=6: FOR 1=2 TO 8 STEP 2: $ ( 2 J=3:NEX 

T 1:FRE4=10;GOTO 100 

S20 D=4;GQT0 110 

&30 F REQ=9 : GOTO 110 

*40 FREQ-S:GOT0 110 

m F REQ-7 : GOTO 110 

fiM D=2:G0TQ 110 

470 S (65 =i ; GOTO 110 

m S(6)=4:G0TO 110 

890 S(4)=4:G0TO 110 

900 fRES=6;&QT0 110 

910 GOTO 110 

920 FRE4=5:S0T0 110 

930 GOTO 110 

?40 FREQ-4:G0TQ 110 

950 GOTO 110 

960 FREQ=3:GOT0 110 

970 GOTO 110 

9S0 IF NOT DIFF THEN 1110 

990 FRES=2:fiOTO 110 

1000 GOTO 110 

1010 FR E 6= 1 : GOTO 110 

1 020 IF DI F F =1 THEN 1110 

1030 S(8)=5:GOTO 113 

1040 SOTO 110 

'050 GOTO 110 

1060 IF PIFF=2 THEN 1110 

1070 S(2)=4:GOT0 110 

Iflfifl GOTO 110 

1090 S(6)s5:G0TQ 110 

1100 $U)*5:G0T0 110 

1110 EXTRA=PEEK(B0HS)*15*{DlFMf):GOT0 
400 

1999 REN SHOW HIGH SCORE 

2000 NS=5TR3{H1) : MS = 00000 : P»$ ( 6 - LEN (N 
S))=N$:P0SITI0N 17,0:? M5:J!ETURN 

2499 REM ERASE 

2500 FOR Z = 44 TO 424 STEP 20,'GOSUB PEN 
:? BS; NEXT Z 

2399 REM 0R]G 
2900 Z=552 

2999 REM PEN 

3000 I=SCR4Z:J=INT{I/256);P0KE S8,I-25 
6*J:P0KE A9,J:POSlTI0h 0,0:RETUHN 

4199 fi EM LEVEL OF GAME 

4200 2=204:GOSUB PEN: I F DIFF THEN ? 'n 
ovi ce":GOT0 4220 

4210 ? 'NOVlCE'iPOKE BOHS,120:PIP^0:C 
L0CK=fl:P0KE BEAT, 1 

4220 ?=251: GOSUB PEN: IF DIFfOl THEN ? 
'eoiiander' : GOT D 4?£0 
4230 ? 'COHMANDER': POKE BOflS,100: PiP=5 
3:CLOCK=10:POKE BEAT, 3 

Turn to Page 35 ► 
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NEW LOW PRICES! 

5.25" SULK PACKED- TOP QUALFTY 10 25 SO ICO 150 250 

Singh Sidsd 4ST.P,1. £5.49 £10.50 £16,50 €32.50 £41.50 E&0.5G 

Single Sided 9&T.P. I £5.55 £10.75 £19.00 £33.50 £43.00 £63.00 

Double Skied 48T.P.L £5.95 £11.00 £19.50 £34.50 £45.00 £66.00 

Doubte Sjded 96T.P1 £6.g5 El 1.50 £20.50 £36.00 £46.50 £69.50 

Ooubte Sided Coloured 96T.PJ. £7.95 £1375 £25.75 £48.50 £67.50 £99.75 

Double Sided Reveraible 96T.P.I £7.95 £15.00 £2B.50 £50.50 £*5.50 £1 02.50 

Coloured & Reversbb 4BT.P.I. £5.95 £17.25 £3?.?5 £63,25 CS6.25 £1 29.75 

Coloured A RawrsbleWT.P.I. £9.95 £1*75 £34.50 £65.50 £94.75 £1 43.75 

Packs of 10 5.25" Disks some with Free Ptesd'c Library Case (worth £.1.49!) 
Coloured Disks come in live colours (Red, Blue, White, Yellow. Green) 
Reversible disks have two index holes and two notches! 
Coloured and reversible disks come in five colours and have two holes and notches 
All Cemec disks arc packed with a protective jacket (envelope} and come with a full 
user set, including a label and a wrile protect tab. The disks are manufactured to lop 
imernaiiana! standards and have a hub ring for added 1 protection. All disks cany our 
no quibble replacement guarantee and are certified 1 00% error free 




Storage Boxes 



3M" Lockable Holds 25 £7.49 

a.uXT Lockable-Hokls60 £8,49 

3 .50 " Lockable- Holds 40 £7. 49 

Lockable- Holds 80 £8.49 

Lockable- Holds 50 £7.49 

Lockable-HoldslQO £8.49 



3,50 
5.25 
5,25 
5.25 



Lockable- Holds 120 £t0,95 



Disk Notcher 

ST Printer Cable 



. £3.49 
.CS.4& 




Printer Stand 

This new professional 
printer stand takes 
hardly more space than 
1 your printer. Due id the 
positioning of the paper 
feed and re-fold compartments i.e. one 
above Hie other, the desk space 
required for your primer functions is 
effective^ halved, Additional facilities 
include; Easy access to paper from 
boih sides, used with both top and 
boiiom feed paper and with is dial 
controlled paper feed system with 
adjustable deflector plates it ensures 
smooth ^perflow and automatic 
refolding, 

SO Col £29.95 

132 Col £34.95 



MONITORS 



CM8B52 -14" RGB 
professional medium 
resolution colour monitor 

* Atari compatible 

* Black matrix 0.39mm dotted 
picture tubr:. 

* Resolution: horizontal 700 
dots x 285 lines vertical 



£299.95 

Free cable and delivery 



C MSB 3 3 - 14" CVBS & 
RGB medium 
resolution oolour monitor 

■ Atari compatible 

* Fastblanking to enable 
superimposing, 

* Stereo audio 

* Earphone socket 

* Resolution: horizontal 600 
dots x 265 lines vortical 

£269.95 

Free cable and delivery 



ALL MONITORS ARE DELIVERED 
FREE BY CARRIER 



3.5 M TOP QUALITY BULK PACKED DISKS 
10 25 SO 100 



Single Sided 13ST.P.I. 
DoiWeSdediaSTP.!. 



150 



250 

£12.49 E23 95 £46.95 £fl1 95 £1?e.95 CI 66.95 
£14.49 E2S95 £52.96 £98.95 £145.95 f 169.95 



Rainbow Pack dMwb colours- New product! 
S .-.ale Sided 135T.P.I. £17.95 £35.95 £82.95 £119 95 E169.95 £219.95 

Single Sided 136T.P.I £19.95 E39.95 £75.95 £145.95 £21 4 95 £279.95 

Packs of 103.5" Disks come with Free Plastic Library Case (worth £1.49!) 
All discs are supplied with labels and are certified 100% error free 

CENTEC ELECTRONIC SYSTEMS LTD 

«s» UNIT 3, THE METRO CENTRE, 
r\ ^ BRIDGE ROAD, OR PING TOM, 
* * " KENT BR5 2 BE 

TEL: (0689) 35353 (6Unes) (24 Hours) 

Remember - all prices include VAT and delivery! 
There are no hidden extras to pay J 




ATARI HARDWARE-GAMES- 
UTILITIES AT DISCOUNT PRICES 



TiNe ,„ ...Cassette Dlsir 

Aritanold r 7.50 10.9$ 

22 lfl Baker Slreet - 11.95 

Atari Aces 8.60 

Baftodcn Commander 8. DO 1 1 .95 

Broadsides,,, _ - 22.95 

Colossus Chess 4.0 6.00 1 1 ,95 

Flghtef Ptor 6,50 10.95 

Flight Srnukalor II - 37.95 

Gauntlet e.00 12.50 

tottysbura - 25 95 

£<reen Beret , 7.50 

Hardbal B.vS 1 1 .95 

Jewels of Darkness 12,50 12.50 

Kennedy Approach ,,,.,,,.,3,00 12.50 

leaderboard 7.95 1 1 .95 

Leaaerboard Toum 4.95 6.95 

UWig Daylights 8.00 10.95 

Mech Brigade.., - 24.00 

Mhdwheel - 20.00 



title Cassette 

Mini Office II „ . - 

Moonrrtist .„ 

Panzer Grenadier - 

Pawn - 

Platform Perfection £.95 

Silent Service S.OQ 

Splndlzzy B.00 

Spitfire 40., fl.50 

Summer Game* - 

Tomahow*. 8.Q0 

Tfiuai Pursuit* 12.50 

U.S.A.A.F - 

mima III - 

War in txe&a - 

Warflome Construe. Set, - 

Warship - 

Winter Orymptcs 

Music Construction Set.,. - 

Vietnam , g.95 



DkK 

15.95 
20.00 
21.95 
15.95 

1 1.95 
12 X 
10 95 
12.95 
12 5C 
15.95 
24.95 
17.95 
24.00 
17.95 
24.00 
8.50 
1295 
12.55 



{Many mora- tlllet aval labia - p!w« to* prices! 



AVAILABLE NOWl 65X1 Compiler Cam« Systems - 1 JOKE Starter Packs - 
lull rang* ot Xl/XE Peripheral* - Phone lor Prlceil 



CONSIDERING UPGRADING TO AN ST? AH ST models {Including dfcCOunled packs} 
tull fang* of ST Software available - many discounts - Phone, for Latest Prices 



PROGRAMMERS UtlLrTY PACK - help* vau design and create gcrrx>j ...... £22.95 (Disk) 

- ctek backup system (Incl. Baa Sectors) £9.95 (Dbk> 

- tape backup ♦ Increases, loading speeds £7.95 (Cos) 

- automatic top* fo disk fransfer system , £ 1 9.95 (Disk) 

- superfast hJghHevel language r „ 6M.95 (ROM) 

- eKtiemely toft ft powerful Basic ,., £64.95 {ROM) 

- as above pur Tar the XL machine £6^.95 {ROM) 

- the ultimate macro assembler £6J.95 {ROM) 



DISK-TO-Q,£K UTILITY 
TURBO CHARGER XL/XE 
THE ALCHEMIST 
ACTION {OSS} 
BASIC XE [OSS) 
BASIC XL (OSS) 
MAC/65 {OSS) 



All. above software U Tar the XL/XE machines - all penjne. oitglnal . branrf new titles - 
FREE U.K. postage - overseas please odd £2 to total order. Discount ST software Ofco 
available - Phone for prices, Mall Order Onty - Subject to availability. Cheques or 

PO .'s payable to; 



J. DAVIS 

tDept AU), tQ Ingronri Avenue, Holme r, Hereford hp 4 9I?D. 
Tel: <0432> 50636 



STACK 



COMPUTER 
PRODUCTS 



"1 

CENTRONICS PRINTER INTERFACE 
400, 800, XL, XE (Any- 8 Bit Atari) 





TYPE 72000 

ANY CENTRONfCS PRINTER 
NO SOFTWARE NEEDED 
ALL CABLES SUPPLIED 
EASY TO USE - JUST PLUG IN AND GO 
TRANSPARENT & CONVERSION FEATURES INCLUDED 
FULL YEARS WARRANTY 



Oiler price ends 
1st March 19BB 




MEED MORE LIMITED 
28 Farriers Way, Neiherton 
Merseysirje L3Q 4XL 
Tel: 051-521 2202 
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Z = : GOSUB PEN : I F DIFFoZ THEN ? 
'paptai rr' : GOTO 4260 

425 0 ? CAPTAIN rPOKE BOMS ,50 : PIP=36: C 
LO C IC= ?0 ; POKE BEAT, 7 

426C Z=34S:G0SUB PEN: IF HFf<>3 THEft ? 
'3dm; pal :60TO i2&0 

4278 ? ADMIRAL' :P0KE BOH S ^ 6fi : P 1 P=26 : C 
L0CK*Z5:P£MCE SEAT, 15 
4260 GOSUB 0m«:6OT0 SHOW 

4999 REN BUZ £ 

5000 SOUND 3, 103,13,3 : FOR T=3 TO 9:NE* 
T T : SOUND 3,3/12,0: RE T LRN 

4999 HEM SETUP ROUTINE 

7300 imOP = PEEK(106)-24:POKE 106,«rTOP 

7010 SE>MCTL=5 5 9:PCOLR=704:COL = 708:$]ZE 

P=53256;S1ZEN=53260 

7020 GRACTL = 53277;CONS0L=53279;AU(ICTL= 

5376S:SKCTL*53775:PNBAS=54279 

7030 SHAPAGE=206:PLOti = 207:AHIGH = 208;PC 

= 1559 

SM5B4:fl$=1587 

7050 C0LR= 1 603 :)!PQS=1610:YPOS- 1620; SNA 
P ; 1630:!fSPD=1640 

7060 BACK= 1650 ;TIME=1 670 :HIT= 166 1:XX=1 
690 : Y r= T695 

7070 B0PI5 = 1669 :BEAT=1 737: PTSL= 1738 :PTS 

H=1739:SELE{T=5;$TART=6 

7090 SHOU^SB: 5H0WH I =2flflB : ERAS E=2 5«H : OR 

IG=290e:Pr.N=3000:LEu"EL = 4203:BlZZ= 5 000 

7500 DIM B${5)^$(5),S(3)>B$f4g)?B$<i) 

=" ';B*{20>=' :BSf?)=6E 

7399 REM COUNTDOWN Tl.lEfl 

7400 DIK TN$(68):FDR 1=1 TO 68: READ J: 
T M S- C I)=ORS( J ) : NEXT I : K=ADRf TM5 3 

lift TINER=KU3;I = INT(K/256);TN3 (61,61 

)=C M RJ{IJ :TWi(63 # 63)=CHfiS{K-I*256) 

74^0 J.47A 198, 203, 233, 36, '65, 204,133^ 

03,160,32,177,88,201,144,240,7,170 

7450 DATA 2^,138,H5,88,48,t7,136,t77 

,88,201,144,240,13,170,202,133,145 

7460 DATA 36,230,169,153,145,88,76,98, 

228,134,104,104,133,234,133,203,160 

7470 DATA 32, 169,1 53, 145, 48, 136, 145, B8 

,162,6,160,0,169,7,76,92,228 

7495 REM INSTRUCTION 

7500 GRAPHICS 0:POK£ 82,1: POKE 752,1 

7520 SET COLOR 1,0,10 : SETCOLOR 2,9,2:S£ 

T-COLQR 4,9,2 

7540 ? :? liWilMMWimi bv N.Pear 
ce,U)1988 " 

7600 ? 'Enemy subs protected bj sti-oa L s 
of fish" 

7610 ? 'pass urdervater at 4 differen 
t depths' 

7620 ? Miring missiles to the surface 

7633 ? "foil sonnand * uarstiip arned wi 
th bombs" 

7640 ? (used for both attack aid ce ; - 
nee). 25 

7650 ? 'bonbs are lost every time your 
ship is' 

7660 ? hit £ you are destroyed if you 
rjfl out' 

7673 ? of bofibs." 

7680 ? There are 4 nnssi ons ;Novice,Co 
wnander,' 

7690 ? "Captain I Adniral (hardest). B 
ombs are" 

7700 ? 'deducted ana points gained a 
t a rate 

7710 ? depending on the mission. Ga 
i n eitra" 

7720 ? 'oonbs and points by destroying 
s-ubs 

7730 * EF = TH ' -- 3C*3S 2 - POl.VTS 



63 

7740 ? 2=4 
'27 

775 0 ? 5 » -6 

fOf 

7763 ? ' deepest 4 = 8 
2 5 5' 

7770 ? "A nissicn Lasts 5 ninutes 111 
d if you" 

7780 ? 'survive you get bonus points]' 
7790 ? 'Use Joystick \ to nove your 
ship and' 

7830 ? press the trigger to release b 
amos . 

S00GOSU3 BLZZ: POSITION 24,0:? 
:X=USRfT!flER,3?) 
7999 m MACHINE CODE ROUTINE 
5000 01*1 FlLL$(l7),CQPyS(23),VBlDNSf10 
>,VBIQFF$t10),DLlQNE(45) 
0020 FOR 1=1 TO 17 :READ J : F[ LL$( I)=CKR 
3(J);NEJ!T I 

3330 DATA 104,104,104,133,238,160,0,13 
2, 20?, 104,104,145 , 207,200, 238, 251, 96 
8040 FDR 1 = 1 TO 23:HEAi) J : [QPY*{ I ) = CHfl 
l(j);N£X1 I 

8050 DATA 104,104,104,133,206,104,104, 

133,20*, 163,0,132,205, 132,207,177,205, 

145,207,200,208/249,96 

5060 FOR 1=1 TO 10IREAD J : VB IONS ( I ) - C H 

RS(J):NEXT I:VBI0N$(3,3) = CHR5( | 1 v T0P+4) 

8070 DATA 104,162,0/160,0,169,7,76,92, 

22B 

8060 FOR 1=1 TO 10: READ J :VB:OFFS(I)=C 
HR$(J):NEXT I 

8090 DATA 104,162,228,160,98,169,7,76, 



Thit is ana of hundreds of 
programs now available 
FREE for downloading on 

mkroliok 



92,228 ■ 

B100 FQfl l = i TO 45: JJE AD J :DLI0N$ (I ) = CH 
R £ ( J > : NEXT I 

■51 10 DATA 104,173,11,212,231 ,122,208,2 

49,169,0,141,47,2,141,124,6 

8123 HTh 169,164,141 ,48,2,169,204, 141 

,0,2,169,6,141,49,2,141 

8133 DATA 1,2,169,63/141/47,2,169/192, 

141,14,212,96 

8299 RET PAGE 6 

8300 X=U5R(ADR(FILL3),6,A) 

8320 FOR 1=1536 TO 1543:READ J ;POKE I, 
JjYEXT I 

8333 DATA 3,12,48,192,252,243,237,63 
B340 FOR 1=0 TO 3;P0KE 1S44+I ,mQP+20 

H.mi I 

£360 FOR I=& TO 4:R£AD J,K:POKE XX*I,J 
: POKE H + I/K:NE)(T I 

3370 DA7A 14,7,13,2,10,254,7,252,2,255 
8399 3EM JiSPLAr LIS" 
Sififl FOR ]=170fl TO 1731 eREAD J - POKE ], 
J : NEXT I 

8410 POKE 1735,MVTQP+12:SCR={HVT0P4:2J 
*256 

8420 DA T A 112, 2i0, 112, 198,3/0,6/6, 6, 6, 
6,134,6,134/6,134,6,134/6,134,6,134,6, 
134,6,6,134/6,6,65,164,6 
8499 REM D LI 

5500 FOfi 1=1740 TO 1783: READ J : POKE I, 
J:NEXT | 

8510 DATA 72,138,72,152,72/174,124,6/1 
35,74,6/189,114,6,69,79,37,78,141,10,2 
12 

8523 DATA HI, 26, 20B, 140, 3, 203, 189, 64, 
6,141,21,200 

5530 DATA 232,224/10/208,2,162,0,142,1 



24,6,104,165,104/170,104,64 

8540 FOR 1=8 TO 9;BEAD J,K:PQKE YPOS+I 

,J:POKE 3ACKH,K;NEXT I 

83S0 DATA 32,58,76,116,90,114,138,114, 

124,114,140,114,156,112,172,112,188,11 

2,?08,20 

8599 REM TOP OF NEHOR V 

8603 FOR 1=12 TO 23:X=USfl (ADR( FILLS) /M 

nOPM,fl):NEXT I 

8699 REM CHARACTER SET 

870U FOR 1=0 '0 1::x=USR(ADR(COPrS),224 

+ I/MvrOP+[):NE)(T 1 

8710 K=NYT0P*256 

8720 FOR I=K+5 TO K4127: READ J:POKE 1, 
i-mj I 

8730 FOR l=K+238 TO K+223:READ J:POKE 
l,J:NEXT 1 

8800 DATA 0,0,0/0,0,8,64,2,0,3,0,0,8,6 

5/20,2 

8B10 DATA 32/0,16,72,33,20,2,72,0,8,52 
,1,108,150,9,80 

8820 DATA 136,82,59,46,220,59,74,17,13 

6,219,127,62,255,254,91,17 

8830 DATA 20,54,26,60,255,2 5 5,126,63,0 

,0,40,56,16,0,0,0 

8843 DATA 0/32,132/0,16,66,8,0/0,128,2 

24,248,252,252,254,255 

5850 DATA 0,1,3/31,63,127,255,255,0,0/ 

131,207,255,255,255,255 

8860 DATA 62,255,255,255,255,255,255,2 

55,0,3,225,241,251,255,255,255 

8870 DA T A 6,143,223,255,255,255,255,25 

5,5, 24, 24, 24, 2*5, 125, 255, 126 

8883 DATA 16,24,24,24,255,193/255,126 

B399 REfl VBI 

8900 K=<*1024 

B920 F0* I=K TO K*t10B:H£AD J : PO<E 1,J 

: 1 

8950 X=U5R( ADR( VBI0FF1)) 

8999 REM START 

9000 POKE C0L,26:P0KE COL^I ,166:P0KE C 
OL+2,20:POKE C0L+3,122:POKE COL+4,56 
9010 POKE P*BA5,HUOP+16:POKE SIZE^3, 
1:P0KE SIIEH/0:POKE 623, V 

9020 POKE NLOU,0:PC'KE MH1SH,HTT0PH9:P 

OKE 5DHCTL/0:POKE GRACTL/3 

9030 POKE 756,Hn0P:P0KE SHAPA6E,HnOP 

+17:P0KE AUDCTL,0:POKE SKCTL/3 

9050 FOR I=SCR TO S[Rf4:P0KE [,IHT(RND 

C B i *4 > + 76 : ^JEX T I : POKE SCR^-5,74 

9060 FOR I^&CR + 20 TO SCR + 23:P0KE I, INT 

(RND(0)*4)+76:NE)(T 1 : POKE SCRM9,75 

9070 FOR 2=SCR4504 TO JCR+527:P0fiE 1,1 

Nr(RMD(l2)*4H140;NEXT I 

9380 Z=532:GOSUB PEN:? 'PNtj BOMBS H 

IGH ; 

9090 !f=USR(ADR(VBI0NS)):X=USRCADR(DLIO 
NJ)):GOT0 500 

9199 RE« m DATA 

9200 DATA 216,173,84,6,24,105/8,133,20 
4,162,3,188,8,238,152,41 

9210 DATA 203, 10, 152, 41, 2,238, 5, 152, 

41,1,240,54,74,168,185 

9220 DATA 59,6,208,47,185,37,6,197,204 

,144,40,169,27/153,59,6 

9230 DATA 152,10,168,169,8,153,0,210,1 

53, 1/210, 165, 20,41,1, ?03 

9240 DATA 10,169/0,157,44,6,157,55,6,2 

40,8,169,0,157,40,6 

9250 DATA 157,51,6,202,16,181,173,74,6 

,24,105,3,133,209,105,9 

9260 DATA 133/203,162,7,189,40,6,205,8 

4,6,144,39,197/204,176,43 

9270 DATA 189,29,6,197,239,144,36,197, 

203,176,32,173,125/6,203,19 

9280 DATA 238,125,6,173,133,6,56,233,2 

5,141,133,6,176,5,169,3 

Turn to Page 3& ► 
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9290 DATA 141,133,6,169,0,157,40,6,157 
, 51,6,202,16, 19B, 162,* 

9300 DATA 1*9,94,6,248,1 1 ,189,74,6,201 
,14/144,4,201, 236,144, 56 

9310 DATA 173,10,210,41,15,133,209,173 

,10,210,16,7,24,41,1,105 

9320 DATA 1,20*, 2, 9, 254, 157, 104, 6,4*, 6 

,14B,H, 169,208,208,4 

9530 DATA 168,222,169,216,157,94,6,152 

,24,101,209,157,74,6,175,10 

9340 DATA 210,41,240,105,8,157,144,6,2 

02,203,2,208, 179,189, 94, 6 

9350 DATA 240,11,189,74,6,201,18,144,4 

,201,234,144,61,173,10,210 

9360 DATA 41,15,133,209,173,10,210,41, 

7,20;,7,240,*,201,3,20* 

9370 DATA 6,169,0,208,2,169,6,24,105,2 

53,157,104,6,48,4,169 

93*0 DA7A 18,208,2,169,218,24,101,209, 

157,74,6,169,72,157,94,6 

9390 OAT" A 173,10,210,41 ,240, 105,6,157, 

144, 6, 202, 208, 174,173, 133, 6 

9400 DATA 201,26,176,9,238,144,6,238,1 

44,6,24,144,5,169,48,141 

9410 DATA 144,6,169,0,141,104,6,173,13 

5,6,208,5,169,1,141,125 

9420 DATA 6,173,125,6,240,9,173,10,210 

,141,144,6,24/144,79,165 

9430 DA"A 20,45,201,6,240,11,238,202,6 

,208,6,238,203/6,206, 133 

9440 DATA 6,172, 120, 2, 192, 15,240,44,16 

9,0,133,77,152,41,8,208 

9450 DATA 15, 173, 74, 6, 201, 1*0, 176, &, 23 

8,104,6/169,0,141 ,131 ,6 

9460 DATA 1 52,41,4,20*, 1 5, 173,74,6,201 

,68, 144, E, 206, 104,6,169 

9470 DATA 1 1 ,141,1 31,6, 173,126,6,204,9 

2,173,132,2,240,3/24,144 

94B0 DATA 79,162,2,189,23,6,208,67,1*9 

,59,6,203,62,173,131,6 

9490 DATA 141,132,6,24,109,74,6,141,12 

8,6,173,84,6,141,129,6 

9500 DATA 169,64,157,23,6/169,0,157,48 

,6,133,77,7 69,48/57,192 

9510 DATA 2,142,130,6,206,133,6,138,10 

,163,169,36/153,1,210,169 

9520 DATA 3,153,0,210,169,19,141,126,6 

,208,10,202,16,181,48,78 

9530 DATA 173,126,6,240,73,174,130,6,1 

73,126,6,74/74/168,185,154 

9540 DATA 6/133,209,173,132,6,203,7,56 

,169,0,229,209,133/209,24 

9550 DATA 165,209,109,12*,6,157,26,6,2 

4,1*5,159,6,109,129,6,157 

9560 DATA 37,6,206,126,6,203,23,169,64 

,157,23,6,169,140,157,192 

9570 DATA 2,169,1,157,4B,6,13*,10,16*, 

169, t63, 153, 1,210, 173, 11 

95*0 DATA 6,133,204,162,8,189,*4,6,133 

,203,1*9,94,6,133,205,160 

9590 DATA 7,177,205,145,203,136,16,249 

,139,134,6,240,17,222,134,6 

9600 DATA 1*9,134,6,74,74,74,10,10,10, 

157,94/6,16,22,189,144 

9610 DATA 6,157,64,6,165,20,41,1,203,1 

0,24, 1B9, 74,6, 125, 104 

9620 DATA 6/157,74,6,202,16,190,169,0, 

133,204,162,2,169,5,133 

9630 DATA 203,189,59,6,208,7,189,4,203 

/41 , 4, 208, 65, 1*9, 12, 208 

9640 DATA 41/8,240,81,24,189,37,6,105, 

4,133,209,160,8,185,84 

9650 DATA 6,197,209,176,61,135,134,6,2 

0S, 59, 24, 185, 144, 6, 105, 6 

9660 DATA 153,64,6,189,23,6,201,64,20* 

,43,152,41,1,208,10,132 

9670 MTA 204,169,14,133,203,169,55/20 



8,2,169,39,153,134,6,169,27 

9680 DATA 157,59,6,13B,10,16*,169,34,1 

53,0,210,165,203,153,1,210 

9690 DATA 208,3,136,208,1*5,202,16,149 

,773,125,6,208,35,165,204,240 

9700 DATA 31,24,109,133,6,144,2,169,25 

5,141,133,6,164,204,152,10 

9710 DATA 10,10, 10, 10,168,136, 152/24,1 

09,202,6,144,3,238,203,6 

9720 DATA 162,2,1*9,3,6,133,204,1*9,12 

,6,133,203,160,7,769,0 

9730 DATA 145,203,136,16,251,1*9,37,6, 

157,12,6,133,203,1*9,23,6 

9740 DATA 133,205,760,7,177,205,145,20 

3,136,16,249,13*, 10,168,189,26 

9750 DATA 6,157,0,20*,1*9,59,6,240,35, 

222,59,6,208,10,169,0 

9760 DATA 153,1,210,157,23,6,240,34,18 

9,59,6,74,74/0,10,10 

9770 DATA 157,23,6, 173, 10,210,157,192, 

2,24,144,14,24,189,37,6 

97*0 DATA 125,4*,6,157,37,6,74,153,0,2 
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CAJ 


tu] 


599 


E JW 


CP) 


2499 


E?P 


£5) 


2 


CAK 


£3) 


600 


vvp 


(5) 


2500 


m 


(3) 


3 


CAL 


CY) 


1 620 




w 


2899 


ESP 


£1) 


5 


P5C 


(H) 


650. 


A4G 


(6) 


2900 


LHH 


£7) 


49 


DT4 


(A) 


660 


T5F 


(U) 


2999 


EHP 


£5) 


50 


VHE 


(K) 


680 


m 


(X) 


3000 




(•/: 


70 


9VP 


CO 


699 


E J X 


(J) 


4199 


DU R 


£1) 


99 


DT9 


(Ft) 


700 


694 


(4) 


4200 


9VM 


(U) 


100 


VJN 


(J) 


710 


LPN 


(1) 


4210 


97G 


(V) j 


110 


ICG 


(D) 


720 


UBD 


(4) 


4220 


2J* 


(3) 


120 


W7 


C 5 > 


740 


A97 


(6) 


4230 


5XL 


(43 


,140 


H7V 


(N> 


799 


EJV 


£*) 


4240 


1V5 


(C) 


190 


7TM 


(4) 


810 


EMV 


(J) 


4250 


GHG 


(P) 


199 


EJ S 


ED) 


B20 


XY* 


(2) 


4260 


31N 


(F) 


200 


UK J 


i;gj 


830 


51R 


(3) 


4270 


P7 Y 


£33 


210 


9LQ 


(J) 


840 


51R 


(1) 


4280 


G6G 


<n 


220 


93C 


(Q) 


850 


5111 


(43 


4999 


EhJR 


(x) 


, 230 


D7X 


<K) 


B60 




fE> 


5000 


J98 


ip) 


240 


m 


(?) 


*70 


m 


(G) 


6^9 


EWT 


m 


250 
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10,202,16,149,165,20,41 

9790 DATA 1,208,75,162,3,134,203,189/4 

,6,133,209/188,19,6,162 

9800 DATA 2,165/209,49,207,145,207,200 

,202/16,246,166,203,1*9,44,6 

9810 DATA 157,19,6,189,0,6,133,209,188 

,15,6/162,2,165,209,17 

9820 DATA 207,145,207,200,202,16,246/1 

66/203/1*9,29,6,157,4,208,56 

9830 DATA 189,40,6,253,51,6,157,40,6,2 

02,16,185,^8,73,162,3 

9*40 DATA 134,203,1*9,4,6,133,209,13*, 

'5,6,762,2,165,209,49,207 

9*50 DATA 145,207,200,202,16,246,166,2 

03,189,40,6,157,15,6,189,0 

9*60 DATA 6,133,209,1*8,1 9,6, 162,2/165 

,209,17,207,145,207,200,202 

9*70 DATA 16,246,166,203,189,33,6,157, 

4,208,56/1*9,44,6,253,55 

9**0 DATA 6,157, 44, 6, 202, 16, 1B5, 141, 30 

,208,76,93,228 



7650 


YE3 


£*)' 


8600 


8WJ 


CA) 


9400 


1 J J 


(QJ 


7660 


Y69 


( fi ) 


8699 


E, V 


(5) 


9410 


071 


CK) 


7670 


6AP 


(N> 


B700 


FQ7 


fN) 


942 0 


05N 


(H) 


7680 


VRfi 


£7] 


S710 


0C7 


(A) 


9430 


YW4 


(0) 


7690 


DDK 


(A3 


*720 


VST 


(F) 


9440 


MS 


(hi) 


7700 


1UT 


(6) 


*730 


455 


(A) 


9450 


XW4 


(3) 


7710 


A63 


<H) 


3830 


4F3 


(y) 


9460 


XTG 


£TJ 


7720 


2VQ 


£1) 


3*10 


LJU 


(0) 


9470 


0J6 


CD) 


f J 1 3 


C2R 


£H) 


8*20 


232 


(2) 


9480 


XY9 


C6) 


7740 


3P6 


(Y) 


8*30 


LCO 


(y) 


9490 


OfL 




7750 


Q3* 


£R) 


8*40 


OLD 


(P) 


9500 


2GJ 


in) 


7760 


OOT 


(X) 


8*50 


VKC 


(J) 


9510 


m 


(0) 


7770 


8L2 


(E) 


8860 


ER7 


(9) 


9 5 20 


YNN 


i .) 


77B0 


QKM 


(1) 


8870 


935 


£6) 


9 5 3 0 


01H 


(A) 


7790 


C02 


(G> 


8330 


TSW 


(0) 


9 54 0 


'-5 


(6) 


7800 


P9J 


{X) 


8899 


ESV 


(S) 


9550 


m 


£*) 


7900 


jrs 


(U) 


*900 


RP5 


(6) 


9560 


4A8 


CT) 


7999 


EMU 


(T) 


*920 


TA2 


(K> 


9570 Y34 


f4) 


8000 


D4Q 


f&) 


*950 


HD 1 * 


(3) 


9580 


05* 


£P) 


8020 


NSL 


(S) 


3999 


EUV 


(0 


9590 


249 


[-.: 


8030 


HSK 


(J) 


9000 


4SA 


(2) 


9600 


WGA 


(K) 


8040 


NKV 


CS) 


90^0 


XTS 


(6) 


9610 


UGE 


(H) 


8050 


HFH 




9020 


RU1 


£H) 


9620 


T7A 


(p) 


8060 


JV3 


d) 


9030 


LJR 


£4) 


9630 


rno 


(H) 


*070 


TJ F 


£1) 


9050 


859 


CK) 


9640 


Y EU 


£V) ' 


*080 


XOG 


(E) 


9060 


7CL 


C3J 


9650 


1PE 


f5) 


*090 


6PS 


IN) 


9070 


NU 1 


£8) 


9660 


XPF 


£J) 


3100 


m 


(6) 


9080 


R9L 


(F) 


9670 


1EHC 


(U) 


3110 


TKJ 


£0 


9090 


52H 


(V) 


9680 


YUV 


EN) 


8120 


)!5L 


m 


9 '99 


m 


(J) 


9690 


E05 


£y> 


i 8130 


HUE 


£A> 


9200 


If 4 2 


(H) 


V-3£ 


079 


£9) 


8299 


£ 1 V 


C7> 


9210 


VRE 


(H) 


9710 


XH3 


(C) 


*300 


m 


£Y) 


9220 


ov: 


CM) 


9720 


2«U 


(A) 


*320 


XH7 


(A) 


9230 


09V 


£3) 


9730 


ORQ 


(U) 


8330 


RPS 


(N) 


9240 




(H) 


9740 


DLJ 


£4) 


3340 


XlfD 


(4) 


9 250 


w 


£F) 


9750 


HK 


( ' ) 


8360 


L6f 


£7) 


9 260 


1EP 


(E) 


9760 


XNP 


EK) 


3370 


TN7 


(U) 


9270 


1LD 


£&) 


9770 


YNW 


£J) 


8399 


E5V 


CP) 


92*0 


CfiR 


(J) 


97B0 


0E5 


(8) 


8400 


XH7 


£H) 


9290 


XC7 


fj) 


9790 


17S 


(V) 


*410 


K3E 


(6) 


9300 


VUT 


£K) 


9*00 


7EN 


I A) 


*420 


R5S 


(X) 


9310 


07 C 


£6) 


9*10 


Y F K 


£A) 


*499 


E9V 


( H) 


9320 


uicq 


fS) 


9820 


6MC 


(H) 


8500 




(A) 


9330 


KVY 


(6) 


9333 


hfX? 


(K) 


35^ 


U32 


(6)" 


9340 


2PX 


(7) 


9340 


OTM 


(E) 


B520 


H1H 


(ft) 


9350 


"YK1 


I K | 


9850 


OLS 


£N) 


B530 


002 


(fi) 


9360 


■y 1 ? 


£6) 


9860 


1GJ 


(K> 


8540 


7S6 


£3) 


9370 


YTA 


(4) 


9870 


2R0 


(]; 


*550 


m 


fi) 


v38£ 


DNP 


(I) 


9330 


N67 


fH) 


*599 


EE V 


C) 


9390 


OPC 


(0) 









36 Atari User January J98S 




WHEN I bought my first modem - 
way back in 19S3 - my choice was 
fairly limited, mostly in terms of price. 
In 1983 the modem market for Atari 
computers was split into the suh-£lOO 
bracket for acoustic 300/300 and 
1200/75 baud modems, while you had 
to look at spending £300 or more even 
for a simple direct- connect no frills 
model. 

Today the situation is very different. 
Modems are even being given away 
by some online services in a bid to get 
subscribers to sign on the dotted line 
for a year or more. 

So what criteria should the beginner 
apply when he sets out to choose a 
modem? 

To my mind {and I would stress this 
is a personal opinion only - based on 
several year's usage), the key factors 
to be borne in mind when choosing a 
modem are - in no particular order - 
price, Hayes compatibility, ease of 
use r and reliability of construction. 

As with most things, price is a major 
factor in the modem market. Ignoring 
the freebie modems (which are gene- 
rally costed in with your first year's 
subscription to the service offering ft), 
the cheapest modems on the market 
today start at around the £20 mark. 

For your money you usually get a 
direct-connect unit (a modem that 
plugs straight into a telephone socket) 
that has a simple switch taking it on or 



A 

C 

D 
E 

F 
H 



Answer qbU 

Carrier control CO -OFF, 
C1=ON 

Modem dialing prefix 
Echo commands EQ^OFF, 
E1=^ON ^ 
Echo data F0=ON, FI^OFF 

Take modem off tine {hang up 
I - used in conjunction with 

+ + + command prefix - see 

below} 

Display identity {n=0, 1,2} 
Speaker loudness (n= 1,2,3) 
Monitor status (n-0,1,2) 
Display/set number store 
Go online 
Putse dialing prefix 
Reverse to answer after 
dialing 

Tone dialing prefix 

Wait for secondary dial tone 

Modem resets 



+ + + Instructs modem to interpret 
next command string locally and not 
transmit the string. Usually used to 
take modem off tine using the H 
command above. For example + + + 
ATH. This command set may vary 
from modem to modem). 



Spoiled for 
choice? 



Steve Gold explains what to look for 
when buying your first quality modem 



off line as required. Most of the 
modems in this price bracket work at 
1200/75. 

For the beginner, such modems are 
ideal for the first few months, but 
automated logons - so necessary for 
the smooth operation of communi- 
cations programs - save a lot of time 
and effort for the ex-novice. The route 
to automated logons is good 
communications software and Hayes 
compatibility. 

The Hayes standard - sometimes 
called the Hayes protocol - is a simple 
modem control language first used by 
the Hayes modem corporation in the 
US. Developed by Dennis Hayes, the 
modem company's owner, it first 
appeared in Hayes modems in the 
early part of this decade. 

As with all good ideas, the Hayes 
command language is fairly simple by 
design. All commands to the modem 
(while in an off-line state) are prefixed 
by the command AT (short for ATten* 



lion) and subsequent commands are 
mnemonic. A list of the basic com- 
mands in the Hayes command lan- 
guage set is given in Figure i. 

Unlike several other proprietary 
modem control systems of its genre, 
the Hayes command set was placed 
into the public domain by Hayes, so 
that other modem manufacturers 
might adopt the standard - thereby 
makfng it universal. 

The idea caught on and by 1933 the 
majority of medium to high-priced 
modems on sale in the US had some 
form of Hayes command language 
built into them. 

At that time modems were only just 
beginning to penetrate the home and 
small business user market in the UK. 
As with most American originated 
ideas (good or bad) it took a few years 
for the Idea of Hayes compatibility to 

Turn to Page 38 



Figure f; The basic Hayes command set 




The Pace Linnet 



January 198S Atari User 37 



^ From Page 37 




The Miracle Modem Maximiser 



percolate through to the UK modem 
market. 

By 1985, the Hayes command lan- 
guage was beginning to appear in 
several high-end (£300 plus) modems 
and - at last - people were beginning 
to realise what a useful facility the 
Hayes command set is. 

Today, most modems priced above 
the budget market (£20 to £50} are 
Hayes compatible, or have a low-cost 
option for the facility to be fitted by the 
modem manufacturer. 

Ease of use is another important 
criteria that is often overlooked by 
many modem buyers and, amazingly, 
modem designers themselves. 

Hayes compatibility is a major step 
towards ease of use, but some 
modems (which shall remain 
nameless) have a front-panel control 
system that defies all logical explan- 
ation. 

Because the Hayes command lan- 
guage is so comprehensive, most of 
the modems on sale today only need 
one control switch on the unit itself - 
the on/off switch - the remainder of 
the modem controls can easily be 
handled by a series of Hayes com- 
mands piped down the modem's 
serial port- 
Like a good car, the quality of a 
modem's construction - its pedigree if 
you like - can usually be spotted by 
careful examination of the case. 

Tell-tale signs such as slippage 
marks at the point where screws or 
retaining clips are fitted, along with a 
bad finish generally, tend to indicate a 
modem is not professionally 
produced. If it is relatively new on the 
market, the casing's lack of finish may 
be due to the modem being hand- 
built, but you should question your 
dealer thoroughly as to the number 
sold and the number of satisfied cus- 
tomers. 

If the modem looks badly finished 
and has been on the market for some 
time, it is best to reject the unit in 
favour of a better one. The BABT 
modem approval regulations - as well 
as your guarantee rights - forbid you 
to open up the modem box, so the 
internal construction can only be 
easily assessed by its outward 
appea rance. 

For illustrative purposes only I've 
chosen the Pace Linnet Hayes compat- 
ible modem to look at and explain 
how the theory behind this article 
comes into practice. 

The Linnet comes in a small beige 
box about half the height of a modern 
Atari disc drive, and with about the 
same footprint. On the front of the unit 
is a grey-green display panel along 



with six red status lights, which 
indicate the current state of the 
modem. 

As well as using the Hayes 
command set, the Linnet is capable of 
pulse and tone dialing - useful for 
speed-dialing on more modern tele- 
phone exchanges and office PABXs. 

Limited speed -buffering is available 
so that, if you wish to communicate at 
1200 baud full duplex constantly 

4 The interna! 
construction 
can oniy be 
assessed by 
its outward 
appearance J 

{possibly due to a software limitation), 
the modem will buffer data down to its 
three speeds - 300 baud full duplex, 
1200/75 baud and 75/1200 baud. 

The Linnet also features call moni- 
toring. Via an internal loudspeaker 
and semi-intelligent line sensing, the 
modem can recognise dial, engaged 
and number unobtainable tones found 
on the telephone network. By retur- 
ning special result codes via its serial 
port, the modem can signal to your 
Atari micro the current state of the 
calL This option is used on some 
communications software packages 
for unattended auto-dialing. 

As with many modems in the £139 
to £195 price bracket, the Linnet is 
auto-answer and can thus be used in a 
computer-based bulletin board 
system. 

Also like several of the latest gener- 



ation of modems, the Pace Linnet is 
entirely software controlled. Com- 
mands sent via its serial port are inter- 
preted by an onboard eprom and 
translated into specific modem com- 
mands. 

The software - which occupies a 
single 16k eprom on the modem's PCB 
- functions in a similar fashion to your 
Atari's Basic interpreter, translating 
the Hayes commands into direct 
instructions to the modem 
components. 

Modems are changing all the time 
and recently another manufacturer - 
Miracle Technology - unveiled an 
add-on, the Modem Maximiser. 

Designed to complement any 
Hayes-compatible modem, the 
Maximiser costs £225-00 (£99-00 extra 
for the data encryption option!, and 
adds a range of features to even the 
most basic of Hayes-compatible 
modems. 

Features of the Maximiser include: 
Error-correction to Mpad, Epad and 
Xmodem protocols, data compression 
and encryption, data storage - a 16k 
serial buffer comes as standard, 9600 
baud speed buffering, and a Cen- 
tronics printer port for connection to a 
printer in the absence of your com- 
puter being switched on. 

Although the Maximiser is a rather 
pricey add-on for many modem 
owners, it does indicate the way that 
the modem market is going. It seems 
more than likely that at least some of 
the facilities found on the Maximiser 
will be incorporated in future gener- 
ations of modems, in much the same 
way that the Hayes command set is 
almost universal in today's quality 
modems. 



Further details are avertable from: 
Pace Linnet: Pace Micro Technology, 

Atlerton Road, Bradford, 8D15 7 AG. 
Tel: 0274-488211. 

Mod em Maximiser : Miracfe Tech- 
nology, St Peters Street Ipswich, iPj 
1XB, 

Tel: 0473-216141. 
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Programming 
the easy way! 



IN this new series we1| be 

*qu»re one and showing how aven 

fearn to ^ h ' 9Jn "* r Can « ui ^'V 
^.Produce interesting and 

worthwh.le P'°9 r ams- We'll start bv 

things they don't bother to tell youTr, 
the manuals, then progress to sound 
colour, graphics and some advanced 
programming techniques. 

First let's assume that all vou \e 
fad are the booklets which came with 

lZ C Tr ef - SOVOU "-now how £ 
Plug all the various bits and pieces 

SES*? fi ^ d vour wa * S 

the keyboard and maybe you've tried 
5'" 0™ °' <wo of the 

vTuToTcm Wha ' ? "!""*> 

The Basic reference book gives you 
a list of words that the computer can 
understand, but it doesnTtry verC 

humans. Terms like variable strinn 
function, register, channel and OCE 

^ y ar e ,^a1rCto e r a, t ;em a, 
As an example, try reading the sec- 
tions C0L0R and sETCOLOpf — 
you II soon see what I mean 
Fortunately, programming isn't 

excuse the pun - its a || abou ; 
olio wing strict rules: Once you ve 

orreclJ"; C9n -PP'v 'km 

correctly, your computer will turn into 
an obedient servant, instead of an 
""cooperative little monster 

So let s start at the very beginnina 

by dehnmg a few terms. A program ?s' 
nothing m0re than a , %° fig* 

"on S . phrased in a way that the corn- 

puter can understand, and arranged 
a carefully worked-out order 

Every program consists of at least 
one program line, which may contain 



as many as 100 characters - letters 
numbers or symbols - so it could 
eas,ly r Occup yup(othree|ineson ^ 

Every program line must start with a 
line number, and the computer auto 
WtaAy shuffles the lines^round t 
ZZT V S ° tha * ,he ^ 8 '« always 

Every line number must be followed 
by a least one command, which 
might be a single word such as print 
UST. REM or END, but wi n uTuahV 
have extra letters or numbers tagged 
on to it. Some examples are; 



nm so f S r so g0IJd . 

t EM Program ; 
OPEN H,*,|/C!" 
LET CJ»Us e [ ( s«!" 



Don't worry if this still looks like a 
SSg la ~"-'» -Plain it^ 
Every command has its own rules 

Places have to be tagged on. and the 
°'der m which rhey must ap p eaf 
These are known collectively as th* 
rules of SYNTAX, and if Z L fhlm 
*/ong the computer wiN not VccZ 
vour program line when you hit The 

tookS a 6 n V ' L6t ' S ? 9USe f ° r and' 
'ook at an example: 

10 PRINT 'Hf LLO" 

J 1 ' 15 a valid Program line which 

follow db y h a a n %: tr r 0 r and f p k R,NT 

ters "HELLO 9 P ofch3r ^- 

The rules of syntax for the PRINT 
Turn to Page 47 ^ 
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6 powerful home 
and business 
programs in just 
ONE package — at 
a price that simply 
can't be matched! 




WORD PROCESSOR 
Compose a letter, set the print- 
out options using embedded 
commands or menus, use the 
mail merge facility to produce 
personalised circulars - and morel 

SPREADSHEET 
Prepare budgets or tables, total 
columns or rows with ease, 
copy formulae absolutely or 
relatively, use a wide selection 
of mathematical and scientific 
functions, recalculate 
automatically - and more! 

GRAPHICS 

Enter data directly or load data 
from the spreadsheet, produce 
pie charts, display bar charts 
side by side or stacked, overlay 
line graphs - and more! 



DATABASE 

Build up a versatile card index, 
use the flexible print-out 
routine, do powerful multi-field 
sorting, perform all arithmetic 
functions, link with the word 
processor - and more! 

COMMS MODULE 
Using a modem you can access 
services such as MicroLink and 
order a wide range of goods 
from flowers to software, send 
electronic mail, telex and tele- 
messages in a tlash - and more! 

LABEL PRINTER 
Design the layout of a label with 
the easy-to-use editor, select 
label size and sheet format, 
read in database files, print out 
in any quantity - and more! 



orim;r i orm 



Please send me Mini Office II for the 
Atari 40GY80Q/XL/XE (48k required), 
on 5',-r disc for £19,95 



J enclose cheque made payable to 
Database Software, or debut my 
Access/ Visa card; 

m~n m~n dun mm 

Exp, date 1 1 

Signed 

Name 

Address - 



ORDER HOTLINE: 
TEL; 0625 879920 



t\ A T" 1 A n a CC cv^vcTTlAfA I> c Eurepi House, f>H Chester Road, 

DAI A DA jo 5Ur I WAKl HiLiei ClWf , 5 stockport sk? sny 



SHXD TO. I>.ilahas* Software, 

Eunipu llcmsi 1 , Aiilm^Lon l K ark, 

AdHnjslon. MiKvksHtld SKI" 5\P 

ATI 
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command state that if you want it m 
gnnt a group of characters exae ly as 
Ihey appear on the program y '* 

Kph °' e th ° Se e"a™«, S in 
inverted commas. If V ou | fia „» ,1, 

commas out. the comp Tefw n 
Prim thf SIan K d VDUf and 

There are tvyo other terms you need 
to understand before you can w%t 

variable and string. Let's look- at 
numeric variables first 

-iS25? ""I? 6 '' 6 Variab,e "as a 
name , such as X or LIFE or LEVEL 

funh CO c rres P orldi ng numeric value 
nemember how m algebra you can 

pu r ;%heL =5 s ?we " to ^™ 

name anJth * W u° uld be a vafia °'« 
name, and the number 50 would be its 

The name remains constant 
vZ° 9 c nir" Pre »™^t 
vou like. So whenever you tell the 

a tLt nJ« ™ mbe rthat X represents 
at that particular moment 
c . A 1 var,ao| e name need not be a 

cap ta letter, and can contain onlv 

as'^ 'I?:' numbe - " « ymbolS 
sucn as /□ or # are not allowed 

recall we said tU.T^Z Z 

mverted commas would maxe the 
com puter giye you M ^ the 

Now can you see why? 

It's because the Computer will 

S-^^r^Out invent* 

n?^n " S 3 V3riab,e "^8, so it 
promptly starts to search for the 
numenc value which HELLO reorp 

jnat the answer must be zero Vou 

muchr, 96 ' ° Primed ° n the S 
much ,0 your annoyance. See how a 

C ces in?hV 3n Pf ° dUCe m " 
We'l? f I?. e . C ° mpu,er s behaviour? 
h„, J , Urn ,0 vari ables next time 
but now let's turn to the relatori 
^b ( ect of strings, A trVp is a 
sequence of ehirscte" groopj 
toge her in any way you fancy This 
month we'll | 00 k at the two main 
types, | rtera( strfngs andstrjn ° 9 ^ 

ters JEM'S 1 iS 3 grOU P of ch arac- 
ikj n d bV inverted c °™mas - 
■ u , HEL , L ? ' or "So far so good" or 

st^na SS h Whent0,dt0pri " talita r a I 
string, the computer will print 



everything inside the inverted 
commas, exactly as it appears in he 

6 r Y0U can P ut al ^"t 

the ^h, 1 " 3 " tefal £,rin 9- a P ar * f'om 
the double-quote character (") i, se | f 

Experiment with a few and see 

i>trmg variables are a bit trickier to 

understand, bu, like numeric variable 

hey have names made up from cap' 

name/m "? d T* 1 * bu ' »» *ring 
FoTe^p - Snd W ' th a dolla -'on I 



nct/tHS 

WSS»6EI 

chafer 3 T Ca " re P res ent a group of 

You havTa L !1 S Sa h r- f0r e * am ^. <hat 
you nave a variable called A$ which 

ACT^f ChafmerS; "READY FOR 

«o C pZ\A^Xr s rnd C b° mPUter 

READy'F^VrS usTas 
though you'd ,t # ■ 

y yuu u roid it to pr nt th* 

name Ct a e nV h f emSe,VeS - Tba ^able 
name and its contents are inter 
changeable, so as far as the corner 
is concerned ipuier 

gat and why^ ^ Y ° U ^ ^ 
As with numeric variables, the name 

^main r ,lf : eS S PafticU,ar WW 
remain constant, though its value- 

the characters in the string - can 

change. So at the beginning^ ^ 

Lives, INTACT , while at the end of the 
Program it could contain " W0 LIVES 

The awkward thing about strino 

,mo a pr ° 9ram - Th * s * 

kn™, h V ° Ur C0IT| P^er needs to 
know how much memory it must set 

Sft had"? SMn ^ 

't you had a program line like this: 

II »*"'$0 far so good 

three spaces ^ ' ~ 11 ,Etters and 

J\ed ST 6 ™ ofrese ™ng memory is 
sons Id t h S '° mng ~ f0r obvi0 ^ rea- 
- DIM \ ft f r6 188 Specia ' command 
far uo to ^n i? 9 11 T ° reserve s P a oe 
c° led A° Ciaracter s in a variable 
caned A$, you would type: 

18 tin At(?B) 

For up to 50 characters in a variable 



rt/fn fo Page 4^ p. 
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•4 From Page 4* 

called MESSAGES you would type: 
tfl Bin KESSA.&ES(5Q) 

The number in brackets is the 
number of character count You don t 
need to use all the reserved space but 
you mustn't exceed it or you will lose 
the excess characters. 

Once a string variable has been 
dimensioned, you can specify its con- 
tents in a number of ways- Here are 
two simple examples: 





119 


DIM Mi(29) 








LET HS=mL DONE SO FAR' 






3 0 


PRINT IS 


- 



or: 



10 DIM NAMES (.40 ) 

20 PRINT 'PUase te'.l ne your name 
Jfl INPUT NAKEt 
40 PRINT -HULO' 

50 PRINT NAMES 



The second of these programs uses 



two literal strings and one string van- 
able. Can you identify them? Line 30 
contains a new command - INPU I . 
This fells the computer to wait untU 
you've typed something and pressed 
Return, then it proceeds with the 

program. , 
It adds a direct link between you and 
the computer, and whatever you have 
typed will be called NAMES for the 
duration of the program - so don t 
type Bananaface unless you J re happy 
to be stuck with it! 

Numeric and string variables are 
among the most difficult things to 
master when you're starting out at 
first but you must understand them 
before you can progress very far. So 
why not read through this article 
again, and have a go at writing a few 
programs of your own? 

# Next month we'll took at a few more 
interesting commands, including the 
SOUND statement, and show how 
your knowledge of variables can be 
put to an entertaining use. 





^toTmuch » 

ta C,n re/ ■ ri Trtex machine. The cheapest will 

■ 

h5^^"""* m K. -"i »' ' 

into a Tel'" •"<•'" ZLmm* »*»»"""" 

-sis'- a"- 

me worl d, download free te^ ^^^^^P 

„/w if*** re#*x3 b4jsirW: sses. Today 

ivwhere, a nvti rr * . h - » ■ - ^ ^^^^^^ - Hcw toJom: 

' See Pager S 





HAVE you ever wished that you could 
make a poster out of a picture that 
you have drawn using your Atari- 
Artist cartridge? Well here is a utility 
that will take a 62-sector, uncom- 
pressed file and create one using an 
Atari 1029 dot matrix printer 

The program will print out a poster 
approximately 33 by 43 centimetres - 
'hat s larger than a sheet of A3 - in 
four shades of grey that the computer 
automatically assigns to each of the 
colour registers for that particular 
picture, 

When the program is run you are 
prompted for the filename, which 
must be entered like this: 

D: FI LENAHE.PIC 

or you can just press Return, to be 
presented with a directory of the disc. 
Pressing the spacebar will return you 
to the load file option. 

Once a picture has been loaded 
press P to send it to the printer, and let 
the program do the rest. 

The printout routine is written in 
machine code and will only take about 
1 5 minutes to dump the poster in two 
halves - the bottom half first. 



VARIABLES 



DAS B 1 ^ e ''tkBVP ressed 



IB REN ************************* 

20 m * GIANT POSTER PRINTER * 
30 RE1 * BY GRANVILLE DANBT * 
40 REM * (t) ATARI USER * 
50 REP t**************^******* 
70 GRAPHICS 0:SETCOLOR 4,9,2 : SET C OLOR 
2,0,0:POKE B2,8:P0KE 752,1 
80 DIM m(W,U%(W 
90 POSITION 12,?:? 'POSTER PRINTER : PO 

sit;on 12,3;? " ■ 

100 ? ;? ' ENTER PICTURE FILENAME, eg, 
D:PICTL)RE" 

110 ? 1 OR PRESS RETURN FOR DISK D1R 

ECTOftr 

120 TRAP 100 

130 ? :INPUT FNS 

140 IF FNI=~ THEN 480 

150 FOR 3=1534 TO 170S:READ r:P0KE K,Y 

:Hm % 

160 REM *** READ IN PICTURE *** 

170 GRAPHICS 15+16 

181 CLOSE *1:0PEN *1,4,0,FN$ 

190 P0<E 708,10: POKE 709^6: POKE 716,0: 

POKE 712,13 

200 9=U5R('677) 

MB 60SUB 570 

Z20 IF K<>80 THEN 210 

230 FOR 5=20 TO 100 STEP 0.5 

240 SOUND 2,$,S/20,S/20+5 

250 NEXT S 

260 REN *** PRINT POSTER *** 

270 POKE %k f mimi fiS^rPOKE 86,0:PO 

<E t65S,f(W«192:X«l 

2 80 CLOSE *1:0PEN *1,8,0,'P:' 

290 ? #1;CHR((Z7J;CHR$(57);C*R5(?7);GH 




RS(65);CHR3(1);CHR$(224>; 
300 Z=USR£1536) 

310 JC =X+1 : POKE 1655,X:POKE M r M:W t< 
159 THEN 280 
320 IF DY=96 THEfi END 
330 D Y ^96 : POKE 84,D>f:P0KE 16^,B:X>B:P 
OKE 85,0 

340 LPS I NT : LPRINT :IPRINT : LPR1NT 
350 POKE 1542,255 
360 GOTO 230 

370 REM MACHINE CODE DATA 

3 80 DATA 164,84,136,132,84,192,95,203, 

2,104,96,32,118,6,162,16,201,0,208,13 

390 DATA 169,98, 157,66,3, 169, 6, '57,69, 

3,76,77,6,201,1,208,13,169,103,157 

400 DATA 64,3,169,6,157,69,3,76,77,6,2 

01,2,208,13,169,108,157,65,3,169 

410 DATA 6,157,69,3,76,77,6,169,115,15 

7, 63, 3, T69, 6, 157, 69, 3, 169, 11, 1 57 

420 DATA 66,3,169,5,157,72,5,169,0,157 

,73,3, 32, 86,228,76,0, 6,0,0 

430 DATA 0,0,0,34,72,34,72,20,108,87,5 

7,87,90,127,127,127,127,127,169,7 

440 DATA 133,85,162,96,169,7,157,66,3, 

169,0,157,72,3,157,73,3,32,86,223 

450 DATA 96,162,16,169,7,157,66,3,165, 

S8, 157,68,3 , 1 65 , 89, 157,69,3, 169,0 

460 DATA 157,72,3,169,30,157,73,3,32,8 

6,223,104,96 

470 | EM *+* DISK DIRECTORY *** 
480 TRAP 5 20 : OPEN *1,6,0/D; k t r 
490 INPUT #1,DAt 
500 ? PAS, 
510 GOTO 490 

520 ? :? :? ' PRESS SPACE TO 



CONTINUE' 

530 CLOSE #1:G0SUB 570 
IF K<>32 THEN 570 
550 RUN 

560 REN *** GET A KEY *** 
5 70 CLOSE *1:0PEN #1,4,0,K:' 
580 GET #1,K 
590 CLOSE #1 
600 RETURN 




10 


CP1 


(1) 


220 


43V 


Q) 








20 


CP2 


(31 


230 


JCP 


(T) 


420 


02Lf 


(T) 


30 


CP3 


(X) 


240 


4E5 


(E) 


430 


D38 


CS) 


40 


CP4 


(4) 


250 


EJC? 


(3) 


440 


JC(J 


(U) 


50 


:p5 


(Y) 


260 


DLT 


CE) 


450 


6V8 


(2} 


70 


PV6 


(C) 


270 


FQ9 


£2} 


460 


Mr3 


(N) 


80 


TVL 


CF) 


280 


CQN 


ECO 


470 


DQY 


(U) 


90 


12V 


(4) 


290 


HV9 


(G) 


480 


&F0 


(A3 


100 


KRC 


(3] 


300 


4LC 


(5) 


490 


m 


15) 


110 


RY7 


CD 


310 


W2A 


(K) 


500 


J 6 U 


(PJ 


120 


8A5 


(1) 


320 


6WD 


(%) 


510 


•Q t C 


(0) 


130 


TFS 


(J ) 


310 


KS3 


(7) 


520 


75* 


(F) 


140 


5YH 


(3) 


340 


CDL 


C) 


530 


3GC 


(P) 


'15 


PSC 


(A) 


350 


SJS 


(X) 


540 


4GT 


(N) 


160 


DLS 


(7) 


360 


R99 


CF) 


550 


Dv\ 


C4) 


170 


510" 


(L) 


370 


Dill 


CD 


560 


Dm 




180 


FUN 


(9) 


3SB 


R57 


CY> 


570 


GSR 


(6) 


190 


NPK 


(R) 


390 


H Y D 


C9> 


580 


RCO 


(j) 


200 


4K2 




400 


F93 


C K.> 


590 


N2D 


(6} 


210 


P7K 


(6) 


410 




C4> 


600 


R6A 


(9; 
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GRAPHICS DUMP 

from |. Sutcliffe 



UNFORTUNATELY Mfni Office II c 
dump screens from rhVr J u 1 

module directs to aTnJn GraphlCs 
i-i* u virci -i'r to 3 1Q2Q printer nlnt 
ter. However, y ou can «J™ » P 
by sefecting he DrsTs.l SC / een 
t*ie Screen options menu Th 0 " fr ° m 

GRAPH I S th d f an9e the refe ^e to 
ine file you Wish t . ^ ° f 

the plotter is switched on Ln^ Ure 
have fittedT npn ?h t,tflatyou 
program. PSh th *° fun ^he 

The file wilf foad and the hotter ™ttt 

dep, nds the 'co^V^V'Z 
ZT bCMUSe 11 each 
PROGRAM BREAKDOWN 

I" 5 e , ts ' he graphics mode and cokes 



2 - Initialises the pJ otter 

4 - Send* thl S P '* ef 15 a blank - 0. 

Pao e ?A, e fh t0 *! next ^«^on on the 
nexr c ^ aPerUptothe ^of.h e 

-4M,-I»:, , ' "' ? , " i " H 



3l 



10 9us {a^ 

50 CCF fx> 



DAY-FINDER 

from S. O'Hanrahan 



HAVE you ever wondered what day a 
particular date fell on? This useful little 
program will tell you tne answer, |t 
prompts you for a specific date, which 
you must enter in the form of day, 
month, and year with each separated 
either by a comma or Return. 

Note that the day should be a 
number from 0 to 31, the month from 
1 to 12 and the year should be four 
digits such as 1988. The day corres- 
ponding to that date will then be 
output. 

PROGRAM BREAKDOWN 

10 - Sets up DAYS - the string that 
holds the answer. 

20 - Gets the variables D ( M and Y 
from the user. These correspond to 
day, month and year. It also places the 
value of Y into Yh 

30 - Calculates the value of fl minus a 
number from one to seven. 



40 - Reads the data statements and 
chooses day fl. Prints the original date 
you entered followed by the day. 
50 - Clears the screen, prints the title 
and holds the data statements. 



18 COtllB S#:5ETC0L0I t f ft, I: BESTOW :U 
H DAYS til !P0« lift* "WM» l lM 

your date is follows:" 
20 TRAP 26; POSIT 10* 2.b1? "DAT E ( H0H TH/ 
Ttfift C f is BnUftNS ,, tI«PWT 

OlM-MTtCl El = liT ttM SK^IltT (5*0/4) !H= 
mfl3»(PU) /Si I B=H+»-t*Z*»*S 
4« ft=R-(7*XNT «/?nU:F0B *=1 10 RJBE* 
D MVStllENT 6:MSIT10» *,Ui? 9l*' M WV 
n ( u. n ,« *as a "j0ftTS;"di».":? ■tt'xEIR 

so ? "«":PD$ni0N M i*flV— finder by 
s.^o'hanrahM^tEriiKi eoah Hon, lues 
„ uednes, Thurs, Fri .Situ*- , Sun 



v right! 



\% m CS-) 

20 H7C {Hi 

30 2UR U> 

40 441 (D 

5G PN4 (3) 
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IF you've written any 
useful or interesting five 
line programs why not 
send them to us to grace 
our pages? 

We pay £25 for each one 
published. 

You should give a full 
description of the routine 
and any other details that 



Win £25 

are relevant. And remem- 
ber if you want your 
material returning please 
enclose a suitably 
stamped package. 



Simply send a copy of 
the program on disc or 
tape together with the 
documentation - pref- 
erably as a word pro- 
cessed file - to: 

Atari User, Europa 
House, Adlington Park, 
Arlington, Macclesfield 
SK10 5NP. 



THE CATCH 
from Roy Escott 



BOMBS are falling from the sky and 
your only hope of survival is to catch 
them in your bucket of water. 

Each successive missile descends 
faster than the last and if you miss one 
it will explode and the game is over. 
For each caught you will gain a point, 
and your score wilf be displayed at the 
end of the game. 

You can move the bucket from left 
to right using a joystick plugged in 
port one. 

PROGRAM BREAKDOWN 

1 - Draws the screen, assigns the rela- 
tive values to the variables r reads the 



joystick fire button and gets a random 
number for the bomb. 

2 - Reads the joystick movements, 
moves the bomb and sets up a delay. 

3 - Moves the bucket and switches the 
sound channel off. 

4- Checks for a collision, updates the 
score r increases the speed of the 
bomb and gets another random 
number for the bomb, 
5 — Game over routine. 



PROGRAM VARIABLES 

SP Speed of the bomb. 

XB X coordinate of the bomb. 

SC Score. 

X X coordinate of the bucket. 

Y Y coordinate of the bomb. 



1 K=?i$P=tliU«PHIC* li:KB-IHT(lS*MK 

•mi;pg*nioii 5,3:? i»i"p«£&5 Hut!": 

GRAPHIC* LBlF=im£CU £01 fU (QTQ 1 

2 S=iTICKfe) :*=K+H=7 Ml H<iM~tt=U 
Mi X> 2) ! POSITION MljYS? 86 J "*** ! f Oft 0= 
1 f0 iPslEHT P 

I POSITION K0 f V:7 «6|" V=V+1 : POSIT 10 
ft K-lpU:? 06; M Cll "iVOUHft »,»,f,t:ftl 
12 GOTO 2 

4 ON NtOX AKft HiOtttl MP *&(>X*2 GOT 
0 5i3C=UH: SP - :Y=l:*l:llTC £S#tlfr £ 

onn:souNO fl>i5,i«,if :&dto 2 

& P0SITI0* 5,1:? M i *1E3H ftES": POSIT 
ION f ( |n l^j'tan^'r^CiFOfi frrO TO 2% 

5 : SOUND B,M f lS:NEMT t:BL1 » 



^ /Get it 



1 FKA (8) 

2 8SW CM) 

3 PF4 <n 

4 9B5 (V) 

5 F9F tKl 



SUB ZERO ESCAPE 

from Robert Crew and 
Andrew Homer 



YOU are the captain of a submarine 
lost under the North Pole. A collision 
with an iceberg has resulted in severe 
damage to the steering gear and 
engine room and the sonar is no 
longer functioning, 
_ You have limited power left and the 
situation Jooks hopeless but you can 
still move south or blow the tanks to 
go up. You also know there is an exit 
somewhere in the submerged cav- 
erns. An experienced skipper could 
the submarine - but can you"? 



ABBREVIATIONS 

GOTO G. 
INPUT L 
PRINT ? 



USE KEYS 



SOUTH 
UP 



5 
u 



There's only one way to find out. 

Before typing in the game you must 
enter POKE 82,0 to after the screen 
margin. Leave out all unnecessary 
spaces and use the abbreviated com- 

?m^ &h ^ n for G0T0 ' WFUT and 
t0 al| Ow four screen lines to be 
entered for each program line. 

However, once you have typed 
them in Jike this they cannot be edited 
in the conventional way so if you 
m a ke a mistake the whole line must be 
entered again. The lines will fit so just 
take care as you type them in. 

The program is written in Basic and 
to avoid spoiling the game by givma 
clues no detailed description is given 
However, it is worth noting that lines 
10, 40 and 50 are used to set the game 

Lines 20 and 30 control its oper- 
ation, including sorting inputs, moni^ 
tonn^ the position of the sub 
incrementing the score and 
determining whether the game has 
been finished. 

Lines 40 and 50 check for lack of 
power - ending a game, or if another 
input can be accepted at line 20, 

Now you have the basic design of 
an adventure game you should have 



no problems expanding it or writing 
your own using the same techniques 
It is possrble to escape so captain your 
sub wisely, watch out for red herrings 
-and good luck. y 



i» ESCAPE !» :C zi ; t=< : p =ljS=i| t=I5 
=I;C0T0 H 

it I««IT ISUF Jt$=»i* THEN ? SJ,p=| jP= 

mm*mnt* m*:t=*uf **» them * P J 

31 IF lSr«U" THEN ? U$ : T-T-i:D"b*l ' IF 
* > = P *» H «™> *** *=C MP ttU THEN 

f LS;T=2#:IF P=rf C>4 THEi « F f'» 
J$*9ll£NI 

*• Ff="SI(i $URF«fS,*U MJlEM"" ;!>*-» 

SSfS IIP II id m ICfilF THtN 
1 "HO P0UEN LEFTj.flli M4HSS i*SP"; + -S 

M Lf="ft 5ltafT OF UM*T!»;n$^ m4LE 
HOCKS TUf Ult-lS*=«SlOri TDROUCfl M 
Ut Ml>ERM-;P5="|UT VOI CEI PA M '» ■ * ■ 
U070 2« 



f /G&Ct 
YfyttA 



10 mh9 m 

U DWR ft) 

41 ADO U) 
50 H47 U) 
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■JafO discs (Mmtned 
aM ifo mod popular 

These two exciting compilations bring 
together some of the very best listings 
from the pages of Atari User. 

Whether you like games or prefer 
more serious pursuits there's 
something here for you — and you can 
also learn a great deal from examining 
and modifying the Basic listings. 



!*» ^ Si" ** ** . for 



• WenoftheBest 



Games 




er Rescue - L 

rss^sss ass* « ^ sre of 

Fro g|ump - D" et e ^ hospital. 

rl^sic arcade gan« ^ £jodot ou ,|d the - 



^ "sift this 



Wats data 



HE 



^ Get ft 



/-h//f Fi&nd 




ONLY 



£4 



.95 

each 



. . . or Just £ l .95 each when 
you take out a new subscription 
to Atari User - or if you renew 
your existing subscription. 



Bounder was the game you Hked best of alL 
Now, in BOUNDER PLUS, weve made it even 
better — with SiX exciting new screens: to test 
your dexterity, Bounce up and down on the 
springy trampoline to hit the many targets 
white avoiding the battoons. (XL and XE only.} 



TO ORDER PLEASE USE THE FORM ON PAGE 61 ^ 



The Price of Magik 



WHEN you die enter RESTORE, then 
when the Lenslok screen appears get 
it wrong three times. The game will 
restart at the point where you died and 
you will have 251 stamina points and 
all your equipment. 

You can do this every time you die r 
giving you infinite lives to allow you to 
complete most of the game easily. - 
Daniel Welch, Rowley Regis, West 
Midlands. 



Bounty Bob 
Strikes Back 



When you have collected the flower 
pot on the first level, press number 
one on the keyboard. Now press Start 
and you will move to level four. 

On level five if you collect the coffee 
pot and press eight followed by Stan 
you will jump to level eight. - William 
Donald, Turriff, Aberdeenshire. 



Encounter 



AS soon as you hear or see a missile 
flying towards you put your tank into 
full reverse and start firing. This is the 
best manoeuvre when trying to dodge 
it. 

After completing a screen you have 
to go through the black hole. Look 
between the sights and, when you see 
an asteroid appear, move the joystick 



Mercenary 



AFTER getting the cheese - the fastest 
ship on Targ - go to the colony craft, 
then enter the kitchen and take the 
sink. It will allow you to pick up almost 
any object you find. 

You can now pick up the spider's 
web which will act as a skeleton key 
and you will be able to open any door. 
Because of this you can drop the rest 
of your keys as you don't need them, 

On the edge of the city you should 
see another ship flying around -go up 
to it and take it to get a lot more speed, 
If you wish to fly it you must go to a 
hangar, drop it, and board it, If you 
drop it anywhere else it will just fly 
away. 

To be able to tell when you are near 





to one side and you should be able to 
avoid it without having to move 
around too much, - Dorothy Bean, 
Middlesbrough, Cleveland. 



Pole Position 



SELECT track one, the eight-lap race 
and at the beginning of the game pos- 
ition your car in the centre of the track. 
This way no cars can hit you and you 
can sit back with the minimum of 
effort and watch the points accumu- 
late until all the laps have been 
completed. - Michael Hoar, Corsham, 
Wilts. 



Quasimodo 



HERE'S a cheat that will allow you to 
miss all the archers climbing the 
ladders. 

After getting the first jewel on the 
second level run to the opposite end 
of the screen where the jewel cases 



a mechanoid installation you must 
collect the metal detector at location 
09-05; This will cause Benson's screen 
to change to blue when you are near 
an installation. 

The metal detector will also let you 
know when you are over a Palyar 
building by glowing green - if it glows 
red, the building is not owned by 
anybody. 

To avoid having your craft blown up 
when you are attacked on the ground, 
press L to leave it. You are shot but 
your craft is left intact. Finally, your 
escape craft is at location 3-15 and you 
have to use the elevators at location 
9-05 to get to it - Ruth James, Heat on 
Moor, Stockport, 



are. Jump in the air and the jewel will 
automatically be placed in the first 
case for you. 

What appears to be a ghost door 
will appear nearby - go through it and 
you will be transported to the next 
level- - Michael Cain, Beeston, Not- 
tingham, 



Ghostbusters 



WHEN you are just starting and the 
computer asks you if you have a bank 
account enter the following code 
without a name: 3122264S. This will 
give you £999,900 in your account and 
you will be able to kit you rseff out with 
all the best equipment. - J. Speed, 
Beeston Ry lands, Nottingham. 



Beer Belly Burt's 
Brew Biz 



ON certain screens look for walls next 
to the platforms: You can jump over 
them and out of the exits skipping 
several screens. - Daniel Welch, 
Rowley Regis, West Midlands. 



The Pay-off 



HERE is a cheat for the adventure 
game that came free with most Atari 
disc systems. 

Once the main program has loaded 
remove the disc from the drive. If you 
are killed during playyou will be asked 
if you want to try again. 

Entering Y will make the computer 
attempt to access the disc without 
success. Half the title screen will 
appear with the prompt What Now? 
and you have been returned to Luigi's 
betting shop. 

To refresh the screen and remove 
the title, type E to move east. All the 
other game elements will remain 
unchanged: Objects wiM be in the 
same locations and condition they 
were left in from the previous game. - 
R. Clarke, Solihull, West Midlands. 



One on One 



ON the inlay card for the tape version 
there is a mistake. It says that you 
should press 1 or 0 for a time-out. It 
should read: Press B for Bird or J for 
Dr. J. to obtain the time-out - Christo- 
pher Smith, Welling, Kent. 
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LEN GOLDING 
gives you the 
lazy approach 
to computing 



EVER since man first poked his enemy 
with a stick, the subject of remote 
control has fascinated the human 
mind. You can switch on your tele- 
vision or video, open your garage 
doors, lock your car, pilot model 
aircraft and do a host of other clever 
things without stirring from the spot. 

But this armchair revolution seems 
to have bypassed the computer world- 
So here's a gadget to start you on the 
right road - it's a simple remote con- 
trol device which lets you send mess- 
ages to your computer from a distance 
of up to six metres 

It can add an extra dimension to 
audio-visual displays in schools or 
staff-training centres, by allowing you 
to step through a preset sequence of 
stills or computer-animated drawings 
at the touch of a button, without any 
trailing wires. 

It can also be used to trigger any of 
the power-control gadgets described 
in previous issues, so you could 
switch mains or battery-powered 
appliances on or off without going 
near them. It can even be made to 
operate as a stand-alone unit, to 




The sound way to 
take things easy 



switch appliances on or off without 
the help of your computer. 

We've chosen an ultrasonic system, 
for various reasons: It's cheaper and 
simpler than radio control, and beats 
infra-red on range, cost of operation 
and susceptibility to extraneous fac- 



Figure U Circuit 
for transmitter 



TD1 




tors from the outside world. 

There's also no risk that it will acci- 
dentally change channels on your IR- 
controlled television or activate your 
video. It uses a single on/off channel 
but this is adequate for many pur- 
poses, as we'll explain later. 

Figure i shows the transmitter, lt r s a 
simple oscillator which can be 
adjusted by VR1 to generate any fre- 
quency from around 35Khz to 45KHz, 
so it can be tuned precisely to the 
ultrasonic emitter's optimum fre- 
quency. Figure II shows the receiver, 
which is a little more complex in 
design, 

TR1 and TR2 form a simple but 
powerful amplifier, which converts the 
tiny output from the ultrasonic trans- 
ducer into a respectable voltage swing 
at the input of IC2. This IC is a phase- 
locked loop device r whose output 
goes low whenever a signal of the 
correct frequency is received. 

It serves three purposes: First as an 
audio-to-digital converter, second as a 
current amplifier and third as a filter 
which rejects any spurious incoming 
frequencies- 
Construction of both boards is easy r 
especially if you use the ready-made 
PCBs available from RH Design. Alter- 
natively you may prefer to etch your 
own from the patterns at Figures I Ha 
and 1Mb. 

The transmitter board layout is 
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Figure fi: Circuit for receiver 



given in Figure IV. It's designed to fit 
into a small case supplied by Maplin 
Electronics, but could easily be 
adapted to suit other boxes if 
necessary. 

The switch is a high-quality push- 
button type, which is sturdy enough to 
hold the entire board firmly in place r 
but we've included four mounting 
holes in case you want to use a differ- 
ent switch or box. 

Make sure that IC1 is inserted with 
pin 1 in the correct position, but all the 
other transmitter components can go 
either way round, TDl is the ultrasonic 
transmitter, and is marked with a T. 
You can attach it directly to a 2 -way 
PCB terminal block as shown in Figure 
IV, by bending its leads slightly. 

Alternatively, solder on longer leads 
allowing enough space to allow for 
adjustment of its position in the hand- 
held box. The battery leads must be 
soldered to veropins, or directly to 
their pads. 

The receiver board layout is shown 
in Figure V, The only polarised 
components are TR1, TR2, IC2 and C2. 
The transistors will only fit one way 
round: 1C2 has a small notch in one 
end, as shown in Figure V, and C2 has 
black chevrons to mark the Ov side. All 
other components can go either way 
round- 

As with the transmitter board, the 
ultrasonic transducer TD2 can be 
wired to a two-way terminal block, or 



Figure Ufa: 
The PCS 
transmitter 
pattern 





Turn to Page 50 ► Figure Mb: The PCB receiver pattern 
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directly to the PCB pads via extension 
leads. 

When everything has been correctly 
soldered, the two units must be tuned 
to work together. This can be a bit 
fiddly if you don't possess an oscillo- 
scope, but it's worth the effort to 
achieve maximum reliability and 
range. 

Start by plugging the receiver into 
port 1, and then run Program I, You 
should see the number 1 at centre 
screen. If you get 0, adjust VR2 until 
the number changes and holds there 
reliably. If you can't get a 1 to appear, 
there's a mistake in assembly 
somewhere. 

Attach a 9v battery to the trans- 
mitter board and adjust VR1 to 
somewhere near its centre point. Hold 
it pointing at the receiver about half a 
metre away r press the button and 
adjust VR2 on the receiver board until 
the number on screen changes from 1 
to Q„ and the text window disappears. 
This adjustment is fairly critical. 

Now stand about two metres away 
and press the transmit button again. If 
the number onscreen does not 
change, adjust VR1 on the transmitter 
until it does. Repeat this dual- 
adjustment procedure at about six 
metres distance, to get the best pos- 
sible response. 

Programming could hardly be sim- 
pler. Your computer thinks the switch 
is a joystick trigger button, so the 
number in address 644 changes from 
1 to 0 whenever the unit is activated. 

You can use this to initiate a single 
action, or build a step counter into 
your program which selects options in 
sequence when the button is pressed. 
In this case it's a good idea to build in 
some kind of delay as well, to avoid 
triggering unwanted options on the 
way through the sequence. 

Program II gives you a demon- 
stration of how different options can 
be chosen quickly and easily. Hold 
down the Transmit button to step 
through the various options without 
triggering any of them, and release it 
when you get to the one you want. As 
it stands, it simply notifies you that a 
particular option has been triggered, 
but you can insert extra code at line 
1 1 0 to make it do something useful! 

For example, it could trigger one of 
the power-control devices we've 
described in earlier issues, to control 
models or mains appliances. The 
power controller could plug into port 
1, leaving port 2 for the ultrasonic 
switch. In this case the address con- 
trolled by the switch will be 645. 

Software to drive the power control- 
lers themselves is described in the 



Figure tV: 
Component 
layout for 
transmitter 




TD2 



O 



XX 



—J r p~" — 



TT 



o 



— R8 — 



Tc+T 



CS 



0 

0 



C 3 



) IC2 



© 



O 



0 Q-CD 



O 



Pin? Pjn6 Pin8 



Figure V; Component layout for receiver 

constructional articles for each device. 

If you would prefer to use the 
remote switch as a standalone 
module, independent of your com- 
puter, attach a 6v or9v battery in place 
of joystick leads 7 and 8 - positive to 
the pin 7 point - and replace R9 with a 
1N4148 signal diode, wired with its 
cathode - coloured band - towards 
IC2, 

Choose a 6v relay whose coil is 80 
ohms or more, such as Maplin types 
FX88V, FM91Y, FM89W or FX 23 A, and 
connect it between the p n 7 and pin 6 
terminals. The relay contacts will close 
when the transmit button is pressed 
and open again when it is released. 



Program t: Program to 
hetp set up the switch 



5 REM PROGRAM 1: Setting-up the ultras 
on i c switch 
10 GRAPHICS I 

20 POSITION 9,4:? *6;P££K(6U) 
30 POKE 7 < 0,PEEK{6U)»S 
40 GOTO 20 




5 


CAN 


(S3 


10 


UWK 


(N) 


20 


LC3 


f D) 


30 


6A0 




48 


KKK 


in 



Program it: Demonstration of 
switch selecting different options 



5 REM PROGRAM 2: Using the switeli to s 

elect J rDi a range of options 

10 COUNT=0;SRAPH1CS 1 

20 POSITION 0,?:FOR LINE=1 TO 16:? *b; 

OPTION ; LINE :NEKT LIME 

30 POKE 752,1:REH Turn the cursor off 

40 ? 'Press the Transmit button to ste 

p';? 'through the options. Release it 

to":? activate the one you want.' 

50 IF PEE<(6U)=1 THEN 5&:REH Wait for 

ultrasonic signal 

60 POSITION 9,C0UNT*1:7 *6;' ":*EH Tu 

o spaces:JIEH Erase old arroy 

70 C0UNT=CQUHT*1 :IF C0UN7>16 THEN CDUN 

T=1 : REP Step to rex t option 

60 POSITION 9,CQUNT+1:? *6; CHfit(fifl); tH 

RSC60) 

90 FOR W=1 TO 159: NEXT W:«EH Sets step 
speed 

Iff IF PEEK(6U)=fl THEN 60: REM if sign 
al stUl present, do not activate tliis 
opt i or 

110 ? £HRS(125):? 'OPTION ^; COUNT;' AC 
TIVATED': REM Insert your own code here 
120 6070 50 



/Getii 



5 CAN CS) 

10 A 1 Q (9) 

20 UKT (UJ 

3D SJR (DJ 

41 QHJ (S) 

50 Q9E fC) 

60 5J6 (If) 



70 S 7L (E) 

S3 P D J CF) 

90 R8T (6) 

100 P6u tn 

110 92C (V) 

120 P57 it) 
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PARTS REQUIRED FOR ULTRASONIC SWITCH 



TRANSMITTER 



Maplin Code 



R'1 


1k (brown/black/red) 


M1K 


n£ 


12k ( b row n/ r ed/o range} 


N\lZK 


VR1 


4K7 horizontal preset 


UH02C 


Cl 


.001 mfd Mylar (marked 102k) 


WW15R 


Si 


Push-to-make switch 


YR67X 


IC1 


TLC555C 


RA76H 


TD1 


Ultrasonic transmitter * 






PP3 battery lead 


HF2SF 




PP3S battery 


FK62S 




8-pin DIL socket 


BL17T 




Small narrow box ^optional) 


FT31J 


RECEIVER 






no, no 


1 M (brown/black/green) 


E1M 


R4 


47k (yellow/violet/orange) 


M47K 


R5 


1k (brown/black/red} 


M1K 


R7 


10k (brown/black/orange) 


M10K 


R8 


18k (brown/grey/orange) 


M18K 


R9 


4K7 {yellow/violet/red) 


M4K7 


VR2 


10k horizontal preset 


UH03D 


C2 


lOOmfd 10v single-ended 


FFlGL 


C3 


3n3 ceramic 


WX74R 


C4 


22n ceramic 


WX78K 


C5 


1 nO ceramic 


WX68Y 


C6 


O.lmfd disc ceramic 


YR75S 



Code Maplin 

C7 0.22mfd Mylar (marked 224k) WW83E 

CS O.OImfd Mylar (marked 103k) WW18U 

TR1JR2 BC109C QB33L 

IC2 NE567 tone decoder QH69A 
TD2 Ultrasonic receiver * 

3 -way PCB terminal RK72P 

2-way PCB terminal (optional) FT38R 

* Note: The ultrasonic transducers are 

sold as 3 pair, order code HYt2N. 

All components are available from; 

Maplin Electronic Supplies, 
P.O. Box 3, Rayleigh, 
Essex SS6 SLR. 
Tel: 0702 55291 1 

Printed circuit boards (order code DBPl2a and 
DBP12b} Price £2.38 per pair. Joystick extension 
lead (order code AT1 1 1 1 Price £2.99 Available 
from: 

R H, Design, 

37 Stonefall Avenue r Harrogate, 
North Yorkshire, HG2 7NS, 
Tel: 0423 508359 

Prices Include VAT and postage 



A 



The lead ing North West 
ATARI Specialist ATARI Dealer 



/\X\ /EmADBI 
V Y J V^ompi 



ADBROKE 
OMPUTING 



ION A L 



33 Ormskirk Road 
Preston, Lanes. 
Tel: (0772) 21474(1 line) 
(0772) 203166 {5 lines) 
Bui.' Board 27236 6pm to 9am 



A 

ATARI 



This Company has given years of full support to ATARI users Countrywide from their retail shop premises at Ormskirk Road, 
Preston, Now from their MEW Mail Order Depot they can offer the same Excellent service to all Mail Order Customers. 
Ail Software and Hardware is fully tested prior to selling. This ensures Customers receive working items so that returned goods, 
and all the attendant frustration are a thing of the past, All Hardware Es supported by our own ON SITE' engineers, therefore quick 
turn round on all repairs is Guaranteed. All prices quoted are fully VAT inc. and there are no 'hidden extras', what you see is what 
you get. Delivery included in price. Please ring for latest prices, new releases, etc. 



130XE Computer. £119,00 

Disk Drive +11 „TBA 

XC12 Recorder _ „ £32,00 






3V t CVS 



D/D 

Per Disk £1,99 

10 Disks . £16.00 

10 Disks+Plastic 

library case ...£17.50 

100 Disks ,.£150.00 

500 Disks £650.00 

All Disks are covered by an 
unconditional lifetime guarantee 



57, D/S 
D/D 46TPI 

.,.£0.80 

£6.50 



....£7.50 
..£60.00 
£280 00 



Our ATARI trained engineers will repair all 
Hardware in minimum time at competitive 
rates. Please ring for a quotation. All repairs 
carry a 90 day warranty. 

PRINTERS 

Dot Matrix 

Star NL1Q £240 00 

NL10 SheeHeeder £55.00 

Nati o nal Panason ic PHO N E 

MP165 - , PHONE 

MP135 PHONE 

UX06 Tractor Feed £19-00 

LXB6 Srieetfe&der ........£55.00 

LO800 24pin DIM £525.00 

All Printers, Disk Drives etc supplied 
with cables etc. NO HIDDEN EXTRAS 



TO ORDER: Simply send, or phone your order, stating Full Name, Address, Visa or 
Aocess Nos> Cheque or Money order. Make payable to Ladbroke Computing 
International, 33 Ormskirk Road, Preston, Lanes. PR1 2QP. 



DUST COVERS 

Computers £3.99 

Monito rs ,. ... , . , ,„ £4.99 

Disk Drives ,...£2.99 

Printers £7.99 



We have a complete range of Software 
in stock and fully tested. 

IF ITS AVAILABLE we hava it! 
Send SAE for full catalogue. 

Any Software problems? Queries? 
give us a ring we usually have the 
answer ■ 

All Dedicated books and mags in stock 

FOR MORE INFO CALL ON THE 
ABOVE NUMBERS OR SEND SAE 
AND STATE FULL REQUIREMENTS 
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Classifieds 



Has upgrading your computer given 
you hardware you no longer naad? Or 
have changing interests left you with 
unwanted software? Then THIS is 
the place to advertise your surplus 
items. Atari User readers are always 
on the lookout for a bargain and this 
is the first place they look I 



An added tonus/ 

Your advert will also he automatically displayed 
on MicroLink, the electronic mail service 
operated in association with Telecom Gold. This 
means it will he seen hy thousands of computer 
enthusiasts who can send an instant response. 



Classified advertisements will be accepted 
under the following conditions: 

• This service is EXCLUSIVELY for ths use of 
private readers. No trade ads will be allowed. 

• To avoid encouraging software piracy, all ads 
will be carefully vetted before they are 
accepted. 

0 Ads can only be accepted on this form (or a 

photocopy of it), 
e There is no maximum to the number of 

words you include in your ad. If there is 

Insufficient room on the form, continue on a 

separate sheet of paper. 
S The cost is 20p per word, with a minimum of 

1 0 words. 

• We GUARANTEE your ad will appear in the 
February issue (on sale January 27) 
providing it is received by December 20. 



• I30xe disc drive, data 
recorder, joystick, soft- 
ware, books £225. Tel: 
0268 773893. 

• Atari 800k I 1050 disc 
drive, cassette player, 
joystick, £1000+ worth 
of games all latest titles 
£250. Tel: 01 328 2246. 

• Atari 800x1, 1050 disc 
drive with hy perd rive 
enhancement and 30 + 
software titles £200. Tel: 
Beaconsfield 04946 
6561, 

• Cassette software for 
sale, sa.e for list to 
Sean Billings, 91 Peter- 
house Close, Mildenhall, 
Suffolk. 

• Atari 130xe 1 30k com- 
puter, disc drive, joy- 
stick, XCII cassette deck, 
over £250 worth of soft- 
ware, books, mags, very 
good condition, all the 
lot for £280 o,n.o. Tel: 
Daniel 0974 828166. 



• Atari 800 16k ram, 10k 
rom r 48k ram expansion 
boards also keyboard 
and connector strap for 
Atari 800 £50. Tel: 0272 
661 342 after 6pm. 

• Citizen 120D NLQ 
Epson compatible prin- 
ter £1 30. Atari assembler 
editor cartridge £12. 
Atari macro assembler 
disc £10, All with man- 
uals. Tel: 0268 743725. 

• 1050 disc drive, XC12 
cassette, various soft- 
ware, (all new) offers? 
Tel: Northwood Middx 
25671. 

• Atari 130xe computer 
1029 printer, 1050 disc 
drive, XC12 recorder and 
joystick. Also Mini Office 
and The Pawn all in 
brand new condition and 
boxed £350. No offers. 
Tel: 01 302 0589. 

• 130xe + disc drive + 
XC1 1 , mags, games, 



atari artist touch tablet, 
manuals, discs £240. 
Tel: Southend-on-Sea 
62596. 

• 1050 drive £100, 1027 
printer £80, 1020 plotter 
+ T. tablet 4- extra pens, 
paper, software £100. 
Atari XMM801 Epson - 
compatible dot-matrix 
printer £160. Gauntlet, 
Ballyhoo, Mini Office£10 
each. Tel: Bristol 0272 
623637. 

• For sale Atari 130xe, 
1010 recorder, 1050 disc 
drive, 1027 printer, joy- 
sticks all boxed, maga- 
zines and atari-writer. 
Mini Office II + software 
£299. Tel: Ross 01 642 
1352. 

• Atari 130xe, 1050 disc 
drive with J 'lazer^ 
enhancement. Some 
software £120. Buyer 
collects. Tel: Brentwood 
216112. 



• 130xe, 1010, 1050 
drive, 60+ original titles, 
disc box, mags, two joy- 
sticks, blank discs worth 
over £800 will sell for 
£220, Tel: 0608 737332. 
% Atari touch tablet and 
software £20. Plus 
original disc and 
cassette software from 
75p to £9.50. Tel: 0702 
510487 

• Atari 1027 printer £80. 
Tel: 078086 671 
evenings. 

• 800x1, 1050 disc drive, 
original software, boxed 
£100 o.n.o, Tel; Matt on 
0243 864853 after 
7.30pm. 

• Atari 520STM, SF354 
disc drive, mouse and 
usual free software. As 
new £200. Tel: 0703 
255782. 

• Atari 1029 printer £70, 
Atari 800 computer £40, 
Atari 1010 data recorder 



£15. Excellent condition. 
Teh 04022 26472. 

• Wanted 1050 disc 
drive. Tel: Portsmouth 
(0705) 812536. 

• 1050 discdrive plus 
software £90, Atari 
assembler editor rom 
£16. Atari microsoft 
basic II rom £16. Mini 
Office II £10, cut and 
paste w/processor £10. 
Atari touch tablet £25. 
Tel: 0992 32697. 

• Atari 800x1 r 1050 disc 
drive, 1029 printer with 
font rom, touch tablet, 
speech synthesiser, 
keypad, recorder, 
assembler cartridge, 
books and games, all for 
£325 o.n.o. Tel: 061 223 
3634 anytime. 

• For sale Atari 130XE, 
XCII cassette, 1050 disc 
drive, 1027 printer, joy- 
sticks £200. Tel: 01 960 
2720 evenings only. 



Fill in 
now for 
the next 
issue 



I certify that any software offered 
for sale is oricjinatsnd not a copy 

Signed 



HO wordi £2 OO 
15 wordi £3.00 
20 *ord| £4.00 
25 mom £5 00 
30 word* ( 6 00 



Cftaqu# enelo*«d tor £_ 



Name 

Address. 



I 



POST TO: Atari! User Classifieds, Eurgpa House, Adlingtan Park, Adlington, Macclesfield SKlQ 5NP. 
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Programmjngjj 



LET'S start with an easy query from 
Mr K.L. Edwards from Warden Hill, 
Cheltenham, who writes: 

£ f'm in the middle of designing a 
W targe database program on my 
130XE, but I've found a problem: 

When someone runs the program 
he can enter almost unlimited infor- 
mation because the text is stored in a 
very long string. This is initialised by 
the following code.' 



106 


D1M 3! (132012; 


110 


TOft 2*1 TO mUi DJ{Z, 


n=- 


": NEXT Z 



But line 7 W takes about two minutes 
to execute, so please could you give 
me an alternative method - possibly 
by programming it in machine code 
for me. ^ 

Using machine code in this case 
would be rather like using a sled- 
gehammer to crack a nut. In fact, 
Basic's own string handling functions 
have a rather convenient little side 
effect which will solve your problem 
much more easily. We have touched 
briefly on this technique before, but 
it's so useful that it could do with more 
explanation. 

When copying between two strings 
using a statement like LET A$ = B$ J 
Basic simply takes the first character 
from B$ and places it in the first pos- 
ition of A$ ( arid then repeats the 
process for the second, third, fourth 
and so on until the whole string is 
copied. 

Alternatively, it is quite possible to 
copy the new string anywhere inside 
the original using the normal 
substring notation. For example, to 
copy B$ in at position two of A$ you 
would use A$(2) = BS. 

If you pause to think what's hap- 
pening here you will see the answer to 
your query is just around the corner. 
Character one from 8$ is copied in to 
position two of AS, then B$(2f is 
copied to A$(3f, B$(3) to A${4) and so 
on until all B$ has been copied. 

The sneaky trick comes when you 
try copying a string into itself in this 
manner - using A${2)=AS. Firstly cha- 
racter one from AS is copied to pos- 
ition two. Next character two - which 
we have just transferred from position 
one - is copied to position three. This 
new character at position three is 
copied to four, and so on until the end 
of the string. 

The end effect is that character one 
is copied to position two, then three, 
then four and so on until the whole 




Your programming problems 
solved by ANDRE WILLEY 



string is filled with the first character - 
rather like toppling a line of dominoes. 

So r in your example, try the 
following : 



110 


DIM D3(13000) 


110 




120 




130 





Don't forget to set up the fength of 
the string by writing to the very last 
character as shown in line 120, oth- 
erwise the string copy will stop as 
soon as it thinks there's no more text 
giving only a copy of a single cha- 
racter. 

So there you have it - a very simpfe 
and rather elegant method of filling a 
string with anything you want inst- 
antly. 



Type-in trouble 



Now a letter from Steven Taylor from 
Essex who seems to be having some 
difficulty with one of our longer pro- 
grams: 

jT I have an 800XL with a 7050 disc 
• drive, and have been buying Atari 
User from the very first issue, f quite 
often key in the listings, but I've been 
having a little difficulty with Chopper 
Rescue from the September 198? 
issue, 

i had been typing for some time and 
had almost finished when i got an 
Error 4 as i tried to enter line 6720. My 
book says that this means Too many 
variables {greater than 128), but I've 
counted and there seem to be far less. 

Is this due to a fault in my machine, 
or does the game needs more than 
64k to run? / assume that it does work 
correctly with the 8QQXL, ^ 



Although the solution to your prob- 
lem is straightforward, the cause is 
rather more complex. First of all let r s 
discount some of the possibilities. 

There is no fault in the game r and it 
should run quite happily on a 64K 
SOOXL Also, there are not more than 
128 variables in the program - so why 
does the error occur? 

The answer lies in the way in which 
Atari Basic function s r using a system 
known as tokenisation. All this means 
is that after you've typed in each line, 
Basic converts all that long-winded 
text into a much shorter set of sym- 
bols. 

For example, when you type REM r 
Basic will store it as a single Ascii byte 
zero. Similarly, DATA would give a 
value of one, INPUT two r COLOR 
three, and so on. 

Another way in which it packs your 
program in into a smaller space is by 
using a similar technique with variable 
names. You may find variabiles with 
names such as MYDISPLAYLIST and 
CUSTOMERSTOCKCOOE useful, but 
they waste an enormous amount of 
memory. Just think, if you used them 
each 20 times in your program you'd 
have just wasted half a kilobyte of 
ram. It is obviously far more con- 
venient and compact for Basic to store 
the name just once, and use another 
one-byte token whenever it needs to 
refer to it. 

Each time you type in a new variable 
name as you key a program in, the 
computer will set up an entry in a spe- 
cial table - called the variable name 
table - and the tokenised line will just 
contain a reference number. This 
whole table is always stored with the 
program when you save it and, in fact, 
there are only two ways to remove it- 

Turn to Page 54 ► 
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load a new program or type NEW. 

I assume you must have been 
working on another listing before you 
started typing in Chopper Rescue, so 
leaving all the variable references 
from that previous program were left 
in memory, When you started working 
on Chopper Rescue you simply added 
your new variables to the end of the 
table, and eventually filled it up to the 
maximum of 128 entries. 

The solution 5s simple: Firstly you 
should list the program to disc using; 

LIST d:tenpf:le 

Then type NEW to erase both the 
program and the variable name table 
from memory, leaving a clean slate 
ready to accept the correct table. Now 
all you need do is use; 

ENTER D:TEHPFIL£ 

The program will be read back in, 
line by line, and a new table created 
just as though you were typing the 
lines in from the keyboard. This token- 
ising process is usually very fast - you 
certainly wouldn't notice it when 
typing in a single line from the key- 
board- but you will find that ENTER is 
very much slower than LOAD due to 
the extra time taken by this routine. 

You might like to take a look at the 
token table for yourself so I've written 
a small program which will display the 
current contents of the variable name 
table, plus the rombased statement 
and function tables. In case you want 
to delve further, the ram-based tables 
start straight after Dos and there are a 
set of zero page pointers to keep track 
of them. 

The variable name table we have 
been discussing is pointed to by loca- 
tions 130 and 131 (in normal 6502 low- 
high format). The end is indicated by 
locations 132 and 133 but, since there 
is normally a null byte (zero} at the 
end, the program doesn't test for the 
end address. 

Locations 134 and 135 point to the 
variable value table. This contains 
eight-byte values for each variable 
defined in the name table, and it is 
these entries which determine the 
type of variable (numeric, string or 
arrays- 
Locations 136 and 137 point to the 
statement table - the tokenrsed ver- 
sion of the program itself. Locations 




138 and 139 indicate the last entry in 
this table, and it is here that your 
immediate mode commands are 
stored until Basic has finished 
processing them. 

After the program space comes an 
area reserved for the contents of str- 
ings and arrays (pointed to by 140 and 
141), and finally locations 142 and 143 
point to Basic's internal stack which 
keeps track of GOSUBs and FOR . . . 
NEXT loops. 



10 VER = PEEKU32JO 

20 IF YEft-16? THEN STATTAB=421 59:OPTAB 

= ^979:REfl REtf A BASIC 

33 IF VE ^ = 234 OR '/ E = 9 6 FHEIt 5TMTA0#4 

2H3:OPTAB s 42974:REK REV B/C BASIC 

40 IF 0PTAS=fl THEM ? ERROR: NOT REV ft 

, B OR C BASICS-EM 

100 GRAPHICS 0 

110 ? VARIABLE NAHE TABLE':? 

120 ADD!=PEEKU JD)+PEEK(131)*256 

130 BAS£=12S:0FF5ET=fl 

140 GOSUB 1003 

200 ? :■• ;? :? STATEMEN 7 TOKEN TABLE 
. i 

218 JtDDRaSTATTAB 

220 BASE=0;OFF5E7=2 

23G GOSJB '300 

300 ? :7 :? :? 'OPERATOR 70<EN TABLE : 

510 ADDR=OPTAB 
ttl BASE=16:OFFSET=0 
m G OS LIB 1000 
400 END 

1800 REM PRINT "ABLE CONTENTS 

10'0 NUH=BASE: ? TOKEN'/CONTENTS' ;? 

1020 A£)DR=ADDR + OFFSET 

1030 :F PE£< ( A p DR J ^ 8 TKEN RETURN 

1040 PRINT MJH,:NUti:NUn+1 

1850 IF PEEK(At)frft)>127 THEN 1078 

'060 PRIM ORSf PEEK (AflDft) ); ;ADDR=A DOG 

+ 1 L GOTO 1050 

1070 PRINT CHRS(PEEKfAD0R)-T2B):ADDR=A 
D D H-+ 1 : GOTO 1020 



Speedier sort 



Finally this month a letter from G. 
Yearwood of Lincoln who writes: 

£ ' Having had my Atari 13QXE for a 
W few months, I have progressed to 
the stage where I'm Trying to write 
programs of my own. 

I have written a database program 
of names and address of just about 
everyone i know and it seems to work 
fine apart from one snag; Any amend- 



ments or additions to the information 
will initiate a sorting of the surnames, 
and here ties the problem - it takes 
ages! 

is there a machine code routine for 
string sorting that i could use to speed 
things up? 4^ 

This is another problem where 
machine code is not the best solution, 
and □ little bit of lateral thinking will let 
you do the job much more elegantly in 
Basic. What you really need to do is 
redefine the problem. 

You have a sorted list of names and 
addresses, in surname order. When 
adding a new entry to this you are at 
present adding it to the end of the list 
and then re-sorting the whole thing to 
get it back into order. But wait a 
moment - there's only one entry out 
of sequence here, so isn't it rather a 
waste of time re-sorting the whole lot? 

Instead, why not simply put the new 
entry in the correct position in the first 
place? If you do this every time a new 
record is added, the list will always 
remain in sequence and you'll never 
have to do a sort again. 

Each time you want to add a new 
item to your list, search through until 
you find the entry just after the pos- 
ition you want to place your new 
entry. Then move the rest of the text 
up in memory to make room for it and 
just drop it in to place. 

For example, if you wanted to add 
the name Smith to a list such as 
Davidson, Jones, Morgan, Taylor and 
Willey you would select the next entry 
(Taylor) and move it up one place 
together with all the following entries. 
Then you just fill the gap with Smith. 

You will already be familiar with the 
commands used to modify portions of 
strings and to compare them r so all 
you need to know is how to make that 
extra space. Once again, Basic's string 
handler comes to the rescue. 

Take as an example TXTS, which 
contains a number of 50 character 
sub-strings which make up your 
entries. If you want to make space for 
an extra one at position 201 you would 
use: 

TXT$(2&1+5B)*TXTI(2fl1] 

That's it for this month, but don't 
forget that solving problems with a 
computer is often a lot easier if you 
can step back a couple of paces and 
think of an alternative way of asking 
the question. You might find that the 
answer is a lot simpler than it first 
luoked. 
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PICKLING 
PROGRAM 




COCKTAILS are always popular, 
especially at this time of year, so here 
b a program to help you create new 
and eliciting drinks. Welt to be per- 
fectly honest, some of the creations 
sound awful, but then, you never 
know until you try. 

In the world of the cocktai bar. the 
rule is that almost anything goes, so 
this program is not terribly reticent 
about what it mixes. 

Every cocktail must have its own 
name, so lines 1000 to 1160 design 
one on a modified random basis. The 
process is open-ended so it can 
generate extremely long names on 
occasions. However, they should all 
be pronounceable - at least before 
trying the drfnk. 

And endless party fun can be had 
attempting to say the name after 
having imbibed. 

The program classifies drinks 



RUTH JAMES brings a bleary 
eye to the festivities 



according to type, for example spirits, 
liqueurs, fortified wines and soft 
drinks. The recipe for the cocktail is 
generated by choosing a random 
number of items - maybe zero - from 
each category. 

Some drinks should never be mixed 
and these are separated into groups in 
the spirit and liqueur sections. The 
program will only match group A and 
B spirits and liqueurs, never drinks 
from the same group. Basically group 
A spirits are grain-based and group B 
grape-based. Similarly group A 
liqueurs are generally fruit-based with 
group B herb-based. 

The data statements defining the 
available ingredients can be modified 
to remove anything you disapprove 



WARNING: It i$h an offensh, under the 1876 Home Compu{hic)ter Act, 
to operate a compu{hic)ter white under the inffuensh of this prog,.. 



y Measure ° Q ^ 

t Mysore °;|Ue<SnerrV 

measure oj b . |colJu - kCe 

2 Measures 



and some apt* 



slices 



rid some 



of, or to add your own particular 
favourites. All sections begin with a 
number which tells the program how 
many items are in the group. 
Therefore all you need to do is add or 
remove items from the data state- 
ments in the appropriate section and 
change the number at the start of the 
block. 

That's enough theory, happy 
mixing. 



1 REM THE PAN-GALACTIC COCKTAIL BAR 
I REM BV RLTH JAMES 
I REM fc) ATARI USER 
5 GC'SUB 500 
10 ? CHRS(1?5) 

15 POSITION 5,0:? THE PAN-GALA(TIC CO 
CKTAIL 3AR : POSITION 5,1:? ' 

17 POSITION 5,2;? "By Ruth James 
?0 POSITION 5,6:? 'Hou to make a ; 
30 GC'SUB 1000 
35 ? :? 

40 V = INT(RNM0)*?)-1 

50 IF V=1 THEN LIN=30G0:GjSU3 36fl:LIN= 

m 00G : GOS JB 300 

60 IF Vol THEN LIN=2Bi>0:GQSLB 330: LIN 
= 5-00C";GO&UB 30C 
70 LIN=6D0fl : GOS JB 300 
40 LIN=7000:GO5JB 300 
90 LIN=800B:fiOSUfi 300 
100 ? :LIN=900&-GO3UB 30E 
'10 POSITION 4,20:? PRESS ftNlf KEY FOR 
ANOTHER DRINK 
■20 OPEN #1,4,8/*! 
'50 GET *1,KEK:IF KETofl THEN RJN 
141 50T0 1313 
300 SEN INGREDIENTS 
305> RESTORE LIN 
310 READ N 

320 N5lNT(RhM0)*NM 

330 FOR 1=1 TO N 

340 READ INGS 

350 NEK: 1 

360 T=INT(RND{0)*4) 

370 IF T=0 THEN ftETURN 

3fl0 IF Llf»=9G00 THEN ? and sone ; 

•60TQ 410 

390 ? ;T; Measure'; 
m IF T>1 THEN ? s ; 
405 PRIN~ sf ; 
41ft ? INGS 

420 IF INKRND{0)*100M0 THEN 305 

438 RETURN 

500 REtf INITIALISE 

Turn to Page 56 >- 
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M From Page 55 

505 POKE 75? ,1 : SET CO LOR l f l,% 

510 O VOht(5;,CONSTt(21) / l!JGS{Z0) 

520 VOyJ: ' AEtOU" 

5 3-0 ' £DNSTS=-&CDFGHJKLHPfiRST'/Wm 
540 RETURN 

1300 REM SELECT NAM: 

1010 R=INTfRNO£0)*2flM 

10?0 ? CONSTIfR/lh 

1 03-0 IF R=1? THEN ? V; 

1040 IF R~ 1 5 T WEN [F INKRND (0) *5) = 1 I 

HE;Y ? H ; 

1050 R=]^T(RND(0)^)41 
1 060 ? VOWS (R, II) ; 
1070 R=lNT(ilNDf0W04l) 
1030 ? C0NST${ft,R); 

1090 IF INT(RNO{0)*15)=1 7H£M ? COhS'S 
£R,R); 

1103 IF R - 1 2 THEN ? U ; 

1110 IF R=1 THEN IF :HT(fiND(0)*30)=1 T 

KEN ? TT; 

1120 IF R=Z THEh :f [NT(R,\ : D(0W} = 1 TH 
EN ? K ; 

1136 IF R=15 THEM IF l«jn«NDf0)*9) = ' ' 
HEN ? T; 

1140 IF Ro12 THEN IF INT( RNDf 0)*10) = 1 
TH£*J ? R ; 

1150 IF INT(Rf<D(0)*5)<2 THEN 1050 
1160 RETURN 

2030 REM SPIRITS GRCIP A 

2010 DATA 8,Gin / Khisky,Vfldka / Kirs i i J Sal( 

i, White run, Tequi la, Schnapps 

3000 REP SPIRITS GROUP 6 

3010 DAT*. 4, Brandy, Dark ruMhite run, 



A rnacnac 

4000 REM LlSUELRS GROUP A 

4010 DATA 21, Apricot brana;/, Peach bran 

dy,AdvDcm,Abn co tine, Blackberry L i qu 

clt ,tassi s ,roka,Cherr)' oraridy 

4020 DA T A Ca i ntreau,Creme d Anaras,Cre 

re de Cass i s , C reme de Fr*ise,Crene de 

^landa r i ne , Cf erne de Noyau, Curacao 

4030 DATA Drambuie, Franbo : se,GLa/va,Gr 

and larnier^Naraschino^Van der Hjn 

5000 REM LIQUEURS GROUP 6 

5010 DATA 9,Sneet vermouth, Dry veriout 

h, Strega, Sloe gi n,M ; { ,ef i or ■ ,Creme de 

KenthyVeLLau Cnarmuse, Campari 

50?0 DATA Green Chartreuse 

6000 REM WINES AND FORTIFIED WINES 

6010 D A'A 9, White uine,!!ed *-"ne,Rose u 

' ne,Cicer,Port,Sveet sherry, Dry sherry 

, Medium sherry, Mace i ra 

7 000 R E *l SOFT DRINKS 

7 01fl DMA 9,Lempn juice, Apple juice, Pi 

" e s c ? I e juice, Tonato j u : :e,Apn cot jui 

ce, Orange ju^ce, Mixed fruit juice 

7020 DATA Line Juice, >w Juice 

3000 REP FI|Zt DRINKS 

8010 DATA 8,CoKe,Pepsi,7 Up, lemonade, B 

itter Lemon, Tonic water, Ginser jle,Sod 

a water 

9000 REM FLOATERS 

9C3 D A ■ A 13, orange peel, ice cultei f clQ 
ves, lemon pesl,.ine pee cherries, trus 
hec ice, apple slices, rai sins 
9020 DATA dried apri cots, dried peaches 
, fresh pineapple cubes, orange slices 
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MUCH MORE THAN A MAGAZINE 




PAGE 6 has been supporting Atari 
computers for 5 years - coverage now 
includes both 8-bit and ST. Get the latest 
copy from your local newsagent or by 
subscribing. 

We also support our readers in many other 
ways. 

* All 8-bit magazine programs on disk 
with bonus programs included 

* Books for beginners to experts 

* Dust covers for all Atari equipment 

* The widest range of Atari public 
domain software available anywhere 



Phone us on 0785 57005 for further details 
or visit your local newsagent today 
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WHILE playing around with 
Dos 2.5 the other day I got 
the directory of my Mini 
Office II disc on screen. I 
found that any of the mod- 
ules can be loaded using the 
binary load feature of Dos - 
that is option L, followed by 
the filename of the module 
you wish to load. 

Also when using the word 
processor, if you type 
Return - but not a marked 
Return, which would show 
up as a bent arrow character 

— then backspace with the 
cursor end type Control -(-in- 
verse video key, the Escape 
(27th) character will appear. 

This is very useful for 
printer codes, especially if 
you have run out of macros. 
This enables you to switch 
between fonts, pitches or 
new character sets without 
having to resort to using 
macros, which is very useful 
for anybody who wants to 
re-define the printer set, but 
doesn't have enough room 
to do so in the macro menu. 

On a different topic, when 
using Dos 2.5 and you wish 
to view a text file without 
having to go into the word 
processor, select option C 
from Dos and type: 
FILE NA ME. EXT, E: to display 
the file to screen, or: 
FILENAME. EXT,P: to print 
the file out 

If the text is scrolling too 
fast use Control* 1 to stop 
or start it When printed out 
the file is of a poor format, 
so its only use is if you want 
to quickly check a document 
before creating a final copy. 

- Jonathan Burg, London 

WP with a 
recorder 

COULD you pease inform 
me if there are any word 
processors available for use 
with a data recorder? - 
Marcus McColfum, Baly- 
money, Co. Antrim, 
M Ireland 

• The Atari Writer cartridge 



Making the most 
of Mini Office II 



will work with a cassette 
deck. When a file is saved 
long inter-record gaps are 
used and this this unfor- 
tunately slows the proceed- 
ings down -hut it does work 
perfectly welL 

Software 
com Ratability 

/ HAVE been reading Atari 
User for five months and I 
find it excellent But i have 
some questions: Is 8 bit 
software compatible with 
the 16 bit ST? And how can 
you get the Atari to take in a 
letter or number without 
you having to press Return? 
- Simon Lewis, Lee, 
London. 

• No the software written 
for the 8 bit Atari micros is 
not compatible with the ST, 
The latter uses a Motorola 
68000 CPU while the 8 bit 
Atari uses a 6502C micro- 
processor. 

The way to get the Atari to 
take a number from the key- 
board without having to 
press Return is to use the 
OPEN and GET commands. 

The simplest way to 
explain this is to give you a 
example program: 



11 OPEN *1,4,&/K:' 

20 GET #1 # KI 

30 IF KEK=32 THEN 50 

40 GOTO 1% 

50 nou PRESSED' T*E SPACEBAR' 



Line 10 tells the computer to 
look for an input from the 
keyboard. The K: in the 
OPEN command tells the 
computer to look at the key- 
board, and the 4 indicates 
an INPUT operation. 
The GET#1,KEY com- 



mand on line 20 takes 
this input and assigns the 
Ascii value to KEY which is 
just a variable name and can 
be anything you want. 

Line 30 checks to see if the 
key pressed is the spacebar 
and if it is goes to line 50. 
Line 40 simply puts the 
computer into a loop 
waiting for the spacebar to 
be pressed. Line 50 simply 
prints a message indicating 
you hit the spacebar. 



Waiting for 
new drive 



/ RECENTLY ordered a 1050 
disc drive from Compumart, 
but I received a letter saying 
that Atari have withdrawn it. 
They also said that a new 
disc drive made by Atari will 
be released around Sept- 
ember. 

Could you please tefi me 
the differences between it 
and the old 1050 and will 
software be compatible? 
Also, when exactly will it 
appear? - A Pyrski, Slough, 
Berks, 

# The Atari 1050 disc drive 
has been withdrawn so it 
can be replaced with the 
XF-551 drive. This was 
expected to be released 
before Christmas, but Atari 
is experiencing difficulties 
so the release date will 
probably be around 
January, 

The main difference 
between the two drives is 
that where the 1050 
required a modification to 
give double density and 
faster loading speed, the 
XF-551 has true double 
density and high-speed load 
built in. Atari guarantees the 



WIN A 
TENNER! 

EACH month we Wr N 
1 award £10 prfces for the 
most interesting fetters 
sent to us. 

So now there's more 
reason than ever to con 
tnbirte to o Uf Uvely maii . 
pages. 
Get your pens out 
I * Ur * anting and you 

winners. The address. 

J Maitbag Editor 
I Atari User 

Europa House 

Adlington 

Adlirtgton 

Macciesfield SK1Q &|\fp 



drive will retain full co m pat- 
ability with all existing 
software. 



Help in 
business 

THREE years ago I bought 
an Atari 800XL with Atari 
1050 disc drive but never 
used them. Last year, after 
being made redundant, I 
started my own taxi and pri- 
vate hire business which 
has proved successful. 

i now wonder if it is pos- 
sible for me to use the com- 
puter in my business with 

Turn to Page 58 ► 
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WE welcome letters from readers - about your 
experiences using the Atari micros, about tips you 
would like to pass on to other users . . . and about what 
you would like to see in future issues. 
The address to write to is: 

Mailbag Editor 

Atari User 

Europa House 

Adlington Park 

Adlington 

Macclesfield SK10 5NP 



^ From Page 57 

regard to my personal tax- 
ation, business accounts 
and business writing using a 
word processor. 

i realise that if such pro- 
grams are available I woufd 
also require a printer and 
your suggestions would be 
appreciated. - G, Ha I las, 
Blackpoool, Lanes, 
• An ideal product for you 
to buy to help you with your 
business is Mini Office II. It 
is disc based and gives you 
a word processor,, spread- 
sheet, database, label prin- 
ter, graphics package and 
communications program 
for only £19 99. 

It is designed to work with 
an Atari 1029 or Epson- 
compatible printer. The 
1029 will plug straight into 
the serial port on your 
80QXL, but other printers 
need an Atari 850 interface 
box or some other suitable 
printer interface before you 
can use them. 

There is a review of the 
Panasonic KXP1Q81 - an 
Epson compatible printer - 
in the October 1987 issue of 
Atari user. 



I'VE just typed in your 
excellent new Get-It-Right 11 
checksum program, and I 
think it's really good. I 
especially like being able to 
call it up instantly rather 
than having to LIST and 
ENTER everything. 

However, I can't seem to 
make it checksum itself 
correctly - either with the 
old or new versions Both 
give me the same error tines 
- 130 and 30 JO. On GIR it I 
also get the wrong cumula- 
tive check digit from line 130 
onwards. 

Since these are only 
PRINT lines and the pro- 
gram seems to work fine, I 
wasn't too worried - but I 
have checked the spacing of 
each line very carefully and I 



Booting 
with Basic 

l OWN an Atari 800XL and 
have an annual subscription 
for Atari User. / typed in Get 
it Right If! from the Novem- 
ber issue f checked it with 
the ofd Get It Right! and 
saved it on cassette as 
instructed in the magazine. 

When loaded Into 
memory I get on screen the 
message Get It Right U {in a 
box) and Loaded OK (not in 
a box) but i do not get the 



stiil can't get it to give the 
right checksum. 

I'm wondering - is it me, 
or are the checksums 
printed correct or not? - 
Michael Hayston, Aston, 
Birmingham. 

• Andre W if ley replies. 
Some of you have noticed 
that the two checksums 
printed alongside the Basic 
version of my Get It Right II 
program didn't quite match 
the listing. 

This was rather 
embarrassing and caused 
by a printing error which 
meant that two lines of the 
program containing inverse 
video text were inadver- 
tently printed as normal 
characters. 

On line 130 the text inside 



message Ready. Instead it 
goes straight to the Self Test 
routine. 

Can you explain why the 
Ready message is not 
coming up on my screen. - 
Maureen Seymour, Ayr- 
Shire, Scotland. 

# You will find your prob- 
lem lies with the procedure 
you are using to load the 
new autoboot file into 
memory. If you hold the 
Option and the Start keys 
when booting the program, 
you will switch off Basic. 

When the GIR program 
attempts to go to Basic after 



the quotes should have 
been shown as inverse 
videOj including one extra 
inverse space on either side 
of the wording. Similarly 
line 3010 should also have 
had the whole of its PRINT 
text string in inverse video. 

The program will still 
work quite correctly without 
either of these changes, of 
course, but it did mean that 
the checksum values for 
these lines didn't match. 

Both checksums were 
printed out from my original 
program listing before the 
printers omitted the inverse 
text. 

So in fact the checksums 
are both correct it's the list- 
ing that's wrong. I'm sorry 
for any confusion caused. 



loading it .won't be able to, 
so it will go into self test. 
You only have to hold the 
Start key down to boot with 

Basic, 

Switching 
Dos formats 

is there a utility aval fa tie 
that wilt allow me to convert 
Dos 3 files to a Dos 2.5 
format? - James Harvey, 
Hammersmith, London. 

A The Dos 2.5 master disc 
contains a file called 
COPY32.COM which will 
allow you to do this. You'll 
also have the enhanced 
density aval la We and retain 
full compatibility with Dos 2. 

Auto line 
numbering 

/ HAVE recently bought an 
800XL and I am still learning 
how to use it. it seems to 
lacks the facility of auto- 
matic fine numbering and 
renumbering. 

Have these subjects ever 
been featured in Atari User? 
- D M. Hill, Stranraer. 

• In the August 1987 issue 
we published a utility to 
renumber Basic programs. It 
creates an autoboot disc or 
cassette file that loads into 
memory and remains 
resident until the power is 
turned off. We hope to cover 
auto line numbering in a 
future issue. 

Basic facts 
in Basics 

/ AM a new Atari owner and 
I borrowed a book on Basic 
from a friend who owns 
another make of computer. 
When I type in some of the 
programs t get error mess- 
ages, though I'm certain I 
have made no mistakes 
when typing them in. 

Could you please explain 
to me what is going on? is 
there some secret to typing 



Getting it quite right 
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Mcrilbag 



Differing TV systems 



in programs out of books? - 
Richard Lawson, Heaton 
Mersey, Stockport. 

• All Basics are different, 
although most are based on 
a dialect of the language 
developed by the Microsoft 
Corporation. Nearly all pub- 
lications outside those 
dedicated purely for your 
computer feature programs 
written: in the most common 
style of Basic available. 

Unfortunatly, Atari Basic 
differs from most of these, 
so you will have to modify 
the program listings to a 
style that Atari Basic will 
accept. 

Computer 
comparison 

CAN you please explain the 
difference between the 
800XL and the new 65XE 
computer. Is the 65XE as 
reliable and can it do all the 
things the SOOXL can do? 

At £99 it sounds a very 
good buy and if it can do all 
the things the SOOXL can do 
it wii! be a good starter pack 
-r J. L. White, Hawarden, 
Clwyd 

•The 65XE computer and 
the SOOXL are very similar to 
each other. The major dif- 
ferences occur in the physi- 
cal design and layout of the 
micro. On the 800XL the car- 
tridge socket is on the top, 
but on the 65XE it is pos- 
itioned at the rear. 

The parallel bus that fea- 
tured on the SOOXL is not on 
the 65XE r nor does it have 
the expansion bus that 
appeared on the 130XE. 

Serious 
searches 

/ RECENTLY started writing 
a database program to store 
my friends' names and 
addresses o n my Atari 
SOOXL. 

The main program proved 
no problem, but when it 
came to writing a routine to 
search through the names 
to find one individual 



THE other day f was reading 
an American magazine for 
the Atari 8 bit computers 
and was intereted when it 
started making comments 
about the PAL and NTSC 
television systems. 

Could you please explain 
the differences between the 
two and why would this 
affect the Atari computers? 
- Pamela Benjamin, Warr- 
ington, Cheshire. 

• The PAL system is one of 
the European television 
standards that we use. It has 
a 50Hz frame rate and uses 
312 lines per frame to build 
a picture on the screen. 

The NTSC system is the 
American equivalents PAL. 



surname, the program 
slowed down to almost 
snail's pace. Could you give 
me any help on this matter? 
- Alexander Brook, Cheadie 
Hulme, Cheshire 

# When searching through 
the surnames there is r as 
usual, a slow way and a 
quick way. The slow way is 
the most obvious - you start 
at the first entry number and 
continue until you find the 
one you're looking for. 

This is an obvious way, 
but rather tedious. You 
certainly wouldn't work that 
way if you were looking up a 
phone number in the direc- 
tory, would you? 

A much faster method is 
to open the book in the 
middle and decide whether 
you've got to go forward or 
back. By looking at just one 
name you've already elimi- 
nated half the directory. 

If you then turn to the 
middle of the section you 
now know the entry's in r 
and again decide whether 
it's above or below the one 
you've selected, you will 
have quartered the book - 
and so on until you find the 
name you're after. 

Using this method the 



However, it only uses 262 
fines per frame to build a 
picture and uses a faster 
frame rate of 60Hz. 

This means that although 
the screen is up-dated faster 
on the American television, 
the picture quality is not as 
good as that achieved by 
PAL. 

Atari computers were 
initially designed around the 
NTSC system, but when 
they were sold in Europe a 
hardware modification was 
made so they would be 
compatible with the PAL 
system. So, the difference in 
the way the two systems 
work will not directly affect 
your own micro. 



computer could find any 
one item in an ordered list of 
1000 by looking at just 10 
entries. 

This system is known as a 
binary chop, because each 
successive test chops the 
remainder of the list in half. 

Following this method 
you should have no prob- 
lem in speeding up the 
search routine, and the 
coding for it is relatively 
simple. 

Right lines 
for fault 

THANK you for a great 
magazine, and thanks also 
for my copy of Sprong by 
Red Rat software that I won 
in your birthday competi- 
tion. I was very pleased with 
it. 

In the November 1987 
issue or" Atari User you pub- 
lished the listing for Greedy 
Gunther, 

After I had completed the 
first screen the program was 
in the process of drawing 
the second when it came up 
with an ERROR 8 at fine 



30 W. After checking tine 
3010 I found it to be correct 
Could you please help me?- 
Michael Davies, Braintree, 
Essex. 

• The error that the pro- 
gram is encountering is not 
actually at line 3010, but is in 
fact located between lines 
3696 to 3890. You will prob- 
ably find that you have 
entered one or more of the 
data statements incorrectly. 
Check these lines very 
carefully and you should 
find your error. 

Pin -outs 
in the 800XL 

FOR a while now I have had 
an interest in the field of 
electronics and computers. I 
have built many of the gad- 
gets that have appeared in 
Atari User, but I now wish to 
design and build my own 
hardware modifications for 
my 80QXL 

Most pin-outs for the con- 
nectors on my Atari have 
been readily available, but I 
have found it impossible to 
get the any details for the 
serial I/O connector on the 
rear. 

I would appreciate it very 
much if you could help me. 
- Philip Marsh, Hammer - 
smith, London. 

• Here is a diagram of the 
pin-outs for the serial I/O 
connector: 



f~2 4 6 8 10 12~\ 
/ 1 3 5 7 9 1 1 13 



Serial I/O jack 

1. Clock input 

2. Clock output 

3. Data input 

4. Ground 

5. Data output 

6. Ground 

7. Command 

8 Motor control 

9. Proceed 

10. H-5/ready 

1 1 . Audio input 

12. +12 volts 

1 3. Interrupt 
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^jfjininat offers 



Enter the magical 
world of Kerovnla! 



This fascinating adventure features the most 
sophisticated parser around: You can type complex 
sentences and interact with the many characters, 
including some very intelligent animals. 



This superb package includes a 44-page novel and a 
cryptic help section. 



The program took three man years 
of programming time to produce 
- and it shows. The Pawn is the 
stuff from which cults are made. J 

-Anthony Glnn, Atari User, 
May 1986 





Guild of Thieves 
- it's a steal! ^ 

Guild of Thieves is the long-awaited lYaL ^ 
follow-up to the award-winning / lQ&^ 
adventure. The Pawn. ^<5?/ 

You're back in the fantasy worfd of 
Kerovnia, in the role of a novice thief who has 
applied to become a member of the illustrious Guild, 
To prove your worthiness you must ransack an 
island of ail its treasures. 
There are 29 beautiful illustrations, a massive 
vocabulary, and a text parser which 
is claimed to be more sophisticated than 
the parser in the Infocom; adventures. 

£ This is an absorbing, funny and tantalising 
adventure and guaranteed to be another 
sure-fire winner for Rainbird. ^ 

- Bob ChappeU, 
Atari Usee October 1987 



Suitable for 


Product 


Format 


RRP 


Special 
reader offer 


YOU 
SAVE 


Offer including; 
subscription 


YOU 
SAVE 


Atari 800/130 
with 1050 
disc drive 


The Pawn 


Disc 


£19.9S 


£14,95 


£5 


£24.95 


£10 


Guild of Thieves 


Disc 


£1995 


£14.95 


£5 


£24.95 


£10 



TO ORDER PLEASE USE THE FORM ON PAGE 61 



mam 
mm 



FKUS 
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Protect your Atari . 

with this luxury dust cover 
g^P^yi for your Atari XE or XL p 
^||||||£n It's made of clear, water- 
* ^f Wi ' '' A ■ '■ ^ -^ §1 1 resistant vinyl and 
~ i bound with strong cotton 

Only £3.95 

* , , and your Atari Users 

A year's supply of Atari 
User can be kept in this 
handsome chocolate 
brown binder 

Only £4.95 




Secure storage for 
your 
discs 



The ideal storage 
medium for youT 
5. 2 Sin discs. 

The luxury padded 
PVC boxes are 
strongly made to 
protect your valuable 
discs and can be packed 
flat when not in use. 

Box holds up to 
60 5.25iD discs 




Disc Storage Box 

Holds up ten 60 5,2 B" discs £4.95 


7098 


£ m 

f — 


Dust Cover 

£3.95 UK 130XE 
£4.95 Europe/Overseas 800XL 


7051 
7060 







Atari User Binder 

£4.96 UK; £6.95 Europe; £11.95 Overseas Airmail 7029 



ORDER FORM 



t Special price if accompanied 
by subscription or renewal 



All prices include postage, packing and VAT 
Overseas orders dispatched by Airmail. 



Valid to 
31/1/88 



Annual subscription 
New 



UK £15 700] 

Europe find. Eire)£l & 7003 

Overseas (Airmail)£33 70Q4 

Commence with 



Renewal 



UK £15 

Europe Unci. Eire) £18 
Overseas. {Airmaj])£33 



issue 



7002 
770J 
7702 



Back Issues 

£1.50 UK 

££00 Europe & Eire 
£3 .£5 Overseas 



January 1987 
February 198? 
March 1987 
April 1S87 
May 1 967 
June 1987 
July 1 937 
August 1 987 
September 1987 
October 1987 
November 1 987 
December 1987 



7409 
7410 
74U 
7412 
7413 
7414 
7415 
7416 
7417 
7418 
7419 
7420 



Mini Office II 

Diw4WB0frXUXE £mSE 7050 
(4ftk required) 
Add £2 for Eumpe/£5 for Ovuihcuh 



Ten of the Best Games 

fjff page 46) 

Disc CTHKSiM 14.35 701317014 



i 2 



Add £1 Europe i nc Eire/Overcaeiu* 



Ten of the Best Utilities 

(ter page 46} ^VHF 

l'>-;r OSES £4.B5 7017/7018 [~T~I 

Add £1 Europe ine EirertDverreseas 

Guild of Th ieves r« p°*< m %Sf 

Atari S0Q/13Q Disc £14.96 7019/7020 ~" I 



The Pawn fjw page 60) 
Atari 8WW.30 Disc 



£14-95 7033/7034 



Headers in Europe (trie Eire) udd Oversow 
add £4 per ilem unluHK otherwise indicated 



ib* II* 



TOTAL 



Send to: Database Publications, FREEPOST, Europa House, 
Adtinglon Park, Adlingion, Macclesfield, Cheshire SK10 5NP 
[No alamo needed if posted In UK} Pfesss-atowJfl dajsr lew delrser/ 



Order mi any time of the day or night 



Payment: please indicate method {✓) 

[ | Acce*^Mastercai*Euracaf ri/BafcJajtarti'ViBa 

n». L_I__I__I_J I l I l l L 



Daly 



JJ_I 



U 



I T*bphOft« Orders: 
0625 379920 



Orders Pfmtoi; 
Key then 614543343 



MicroLinksTeiezom Gott 
7£:HAGD01 



Fax Orde*;02« S7i966 



I | Chequa/EurochBqua made payabJa 10 Database PuMicalkma Ltd. 

Name _ Signed 



Annress 



Dont forget to give ytwrrttm*! *ddr*9* and -crvdi t ca.nl number 



POilCode 



ENQUIRIES ONLY; C«£5 079940 3am-5pm 



ATI 

i 



New from STV Software 

"Galactic Cresta" 

A fast space shoot-em -up 
In your local Atari shop now at 

£3.99 

Cassette only 



Or Direct from: 

STV Software 
9, Chiswick Walk, Chelmsley Wood 
Birmingham B37 6TA 



ATARI 400/600/800/XUXE 
UTILITIES AND GAMES 

HOWFEN DQS 3-,UwRihai a laps lo disc rjonverity H'i Ihe best menu dn^anlila'gamfl- manajonwil sy$lem 
yei t-oWs Lp lu 40 prorjrarnE- w drsc dsplay&c on a mkmrnjl -iiur j Hun 1hs program y::i. wanl al lh« p-f m ol a 
bifflcn. B Fjndiois ncluding mjfci stage lapa lo disc, cist lo lap*, dee to msc Eirra lundcn io -r?-r,-.i?i aHyou 
c4d menu systems {mdhi Seal etc.[ to Howlin DOS *Ofk$ in *n V r^njiiy - |* tvarp speed in DC). Na o*w 
Ecz-c i.^ rset^di 1 1 ?.9S . 

DISC DUPE 3 Fjt::Htmi:i s^dcx Wf»i tor orrJnary or bad seclsf ad pro I active discs R»manibe r s had ssttors 
and wr*al« ifam Inches ipm leS and IrxmalDf. f 9.9S. 

KOPY KART-Transfieryi&jr la™ri1e sarnc^ si^areri cisc a lap* Cw*4 templet wth carlrdgs 
Bmulalor C2G.95. 

KOPY 7*- Ba^M(>sincil|LnTiuiistag»t«p«t«a«ih/. E7.A5, 

AUTOHENU-AulornaJcaly lisls every file on dec (Bask: a Binary) and wil run thant a: Ihs ptiftf D< a buflw. 
Werte in »ny bensily -arsy DOS. C7.S5, 

DOS- MOD- Mod-V Alan DOS Lo «orkta tjs dtiiitrtdenstfvtrkin uutd wlh US wth doubter mod IS 

plaJe or Happy- Gives 1 BCk capacity on EACH skied the dec. £fl.H5. 

ELECTRONIC DISC MOTCHER KIT-Usaotha aid* alCiscwihgn rn^hhg C14.95. 

GAMES-A arc* seteJon ol Lsed ORIGINAL soH#ara on lapa. due ard canndgrj al taM new prica or ess. S 

lr« games #£h all oriJar*ov#f E£0 

For CRM range of tap&.'disc'cartrldge uUIIUm and. c,anes send large SAE to: 
HOWFENSOFT 

145 BANKSIDE, WESTHOUGHTON, BOLTON, LANCS. 

GvarMas add £3 Id ail ardum 
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TURN YOUR 1029 PRINTER INTO 



" ,TS 




4 PRINTERS IN ONE 
with FONTjv 



Replacement character ROM! 

*s 4 character ONLY £24.99 POST FREE 
sets at the flick of a switch - -3 new sets - all with true descenders. 

!_| Simply replace the old character ROM in your 1029 with FONT IV 
No soldering or cutting necessary. 

□ Fitted in minutes. 

LI 100% compatible with all existing software, 

Q Adds new dimensions to your letters & documents. Contains existing 
Atari character set plus 3 new sets: 



HBCDfifFGH 



FOTUM DESCIEDBH 

HfiCDE r G M A B C D E F G H 

or just descender ROM for out; € 1 2.99 post free 



Q If you prefe r we can supply just the descender character 
on a chip at a lower price. 

Q Simple to fit - no soldering etc. 

Q 100% compatible with existing software. 




CUT PRICE SOFTWARE LTD 



AT ST WrTrYWtf 


Bflf 


GurJ d T*Mt 


HM 


TiViJ Punt 
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CiMinta 1 a 1 


34.16 


SutbrJt Sm 
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..HM 
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1B.H 


3* Trth 
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1B.H 
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I* PS 




t* M 


Pfcnr 2HB 


■ 3 i5 


K.-'ih Ore 


2AM 
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I3« 
iS N 
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I5.H 
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■1« 

tK 

■] s; 

■5 K 
14.PS 

la.te 
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13*5 
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ATJkB »T»S TITLES 
TDmruM 



Mi Mngw . 



cisa 

...T.a 
T.» 

T.» 



Ifnt-^litiii Kim 1 54 

Pan hi a 

£*o«i Chut* .-,...,..„„„ 1i.H 

Jmk r/ DUina . 

Slip ft** 2.» 

Utrmrr » Stcmd Ciy .,*H 

TriTil Pvintit ll.H 

LM-Stlt>Mnj _ }U 

f14) &■» ,-^.,™... m ^_..™..„..>.-^.T.8l 

m riuld rj Irrim HA 

ha KrnH flh: 1I.K 

|1?5 UnOAai Hit. 

jit) Fl ( Strhf £qh 7.Z& 



119) 



Htidbtl T.» 

*fUr*d rat 



DISC 

II » 

11 K 
Ki'A 

iD.se 

nw 
■*« 

HtG 

U)! 

17J5 

iias 

i c « 
HS5 
HAS 
11 95 

11 as 
1144 



■J34.T4 pieduat IH— FFEE U.K. fHitmtrS mif. Onow :rtars uti E I DC p* 1 kMT 1tt>U £? a tin Pri» bn inUlf 
P«h» Hnd S.A.E) ■^niti^nil rjhtan ;5'rrflllMI CM y" HJASEi P*r4tH 'n 

CUT PRICE SOFTWARE LTD ^Dept 5\ Urel 0, St»l House. 
^^^^ Hivgrway, Hartow r Essex, CM2D £DW 

^^■■B Tel: (D279) £4433 [24 Hr. ATtswen^igrKj) or 3iWG During office bflurs, 

1 •"■11 Dr Horn THttffn) fStfil vni IHtfiiAII Mir MiltM <r*i rdudi; 

i^^^^^J m<1 dip dM«anr I- 1 K. 1*4 punt, til ranjA cf isfwutt «nd pna» be 




If so we would. like to hear from you. Database Software 
is looking for good quality software -games, utilities, 
business programs. If you think you have a wtnner send 
it for evaluation (on disc or tape, plus instructions and a 
brief outline) to. 

The Manager 

Database Software 

Europa House t 68 Chester Road 

Hazel Grove, Stockport SKI 5NY. 
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ONLY FROM SILICA 

Finally bnore i a pwurul f::nn^jiHr thai nyl ur y soiree problems like oihor cnnpiiiiii, but »s»i> toMa 
Ihe an* problem lh*l other computers hava craalari Airijiijutjiliiy Silipe Shop art plnniec Id present the 
ST hi ijh or uHrvjnHl.'bvjinesi crjcnpuOera from ALan. Tha ST itu o*alflr#d utilising lhe moat -scant 
brwatlh roughs In MmiconowTIOi' Iftehnolugy. producing ■ personel computer hnel pevTurwdj wLi with 
<««w porta. Which moans, it crjati l*u hi min» And Ih«j io buy Tn* latest ST cnmpuhtn now- Include 
rmilr in p<iw«i auppliet and built n dis* drum. Th* TGS apsrab/g. ayjlarvi and GEM wodow environment 
» no. on HOU chip* »tirji era elrMOy instance in :he £1 knybDim This OTihlfti automatic inglant 
fooling *t»n you swllch on. &hca She* km £iIa**ac so c*Ter lhe> complete Alar S r ranan. Dur mill order 
rlH|.iHrim«n( rj aiiualed in Sidcjp andwa have Jrolail Qui tali ai Fwdrr.ip. Linn Hmuw l^oHenharr Col I -d| 
and Satlridg** IQxtord 3lr**l| Mfo haw ainhl years BKpanencn ol Aun proojcla. If tiym than any MMr 
UK company, and are wall attahlltnad a« lh« JK'4 No.i ^ tan apecialiaL Won a group turnover ol nor £9 
nillllun and in ni Do in ol to ilnlf . we utfe.r vou unbeatable eerv>M and auppcrt We provide- several 
laclllliwi which y4 U will find imr»*jBblo during your Atari Lomputrnp. Ii1a a/ifl mriAi ol il >hh 1»i-.ihii>jr. are 
availabi* Onlt FROM &ILICA Wa a.igQ**i lhar yau jhbo ihrough what « hain ta otlar, brtora you. 
Oepde %twre Id pu refuse your Alan ST. 

FREE STARTER KIT - On/y From Silica 

Wham you purchase any Alan ST kayboa/d, you will nol only rA&Ana ihA 6»i relue lor r^oney computer 
on 1h* mrtwl, bul you al» receive lha Mkrwmg Irom A" an Corporation as pen: al the paijLw-* 

* &*S(C Linvumpi DM- ■ H4SH7 MtfHuif 'jrOww WbraK * rO^liEM LV1 .RDjtf 
11 you buy your ST rronn Silica Shop, you will aoc rocor*a 

In addition, we at Silica would Ilka to ma you oaI olf W a Hying itait wth yai>r r#w coovubfer, uwtitid 
pvl 109*lh*' a ep«ial %J STAATCn KIT wohh over E1CO whten wa aid ij^ing »w.y, FREE OF CHARGE 
wdh erwy BT corttpuur purchawd «1 our normal ralail prces. Thix kit is aidllah* ONLY FROM SlLKA 
and n aimed al providing jwi wilh a h-ikmhl* ini^oduclinn to Iha world ot computing. We « comim^lly 
upgrading tfw ST Starter Kit, when oanta*ti public do/rutin ami Qflhar liwK4 aortwara, aa weP as books, 
maowilnwa and Mxmf>'<»r all relevant 1o ST computing. Hotun th* coupon hslnw 1or h, i r>naii9 

DEDICATED SERVICING - Only From $Mca 

At Silica Shop, ** ImvH a d«tca(rd wrvce depenmont ol s*VBn k nmn a.iHH :ii ih:i ihi i- -ii^bI atari. 
Tola team ib iDtilly c*dm1ad to i*rvi£ir>a Aiari computer aroducls T-Toir accumuunad knowledga, skill 
tm! aiue- mnce makae bhom aecand to nono In thev" Held. You can Ihi aura lhat any work carried out by 
Ihem li or if* hlgheu lUmaard. A atandard ol Ee^vtcKig which wo beo«vs you will (ind OMLT FROM 
SJLlCA In addillDn bo providlno Nil aamcina iHCililm tor Alari ST compulars, (bolh in and out ol 

■ hi i viiy i. ciji learn it bIbo able lo otter mamorv ard moouliim' npgradHa ro ST computers 

1Mb HAM UPQHWEj Our jponsde on tie sundard tur, stbst-M <m SJOST-FM kayboant will 
increase the momory rrom £UK r« 4 m«aena 102«K. II hsa a <ull 1 year ■Brra^tv and Is. iviuM hvti 
Silica al an additional retail price ot en.V SB6 Mi l -VAT ! {i(»J 

TV MODULATOR UPGRADE: Silica can upgrana Una 1(1*03 T-f 10 include a TV modulalor so 
lhat you nan th*n hmh n with your TV set Thia is an Intermdl upgrade ana doet. nui invorra any untidy 
eTlarnal bones. A cwbla 1o conriftci /our ST" w any domaslic TV is in-: Jdec In 1h* prlca ol lha nfMjrado 
which 1 only SM line YATk Tha uctgrade ti alao a>allatjla rev w ty 53QST compulars at tha sam* pnea. 

THE FULL STOCK RANGE - Only From SMca 

Wa aim 1o Neep slocks or al Atari ralatad prodi.-iu and our wflrahcwft cvriaa a stock of ove/ EH million 
Wa i/npon nutny au'lware litlea dired rrom the USA and you will find thai wa hirrt new releasee in 
ce or many -o* our cornpalltgri Onlika deaksns who may only slock selected hil&i, wa hava ma full 
. in addition, we- carry a ccvnplabe Una- or all back* whii.:l: Ugm bfn wrtlan about the Atari FjrT. A 
ranoo aa arid* M ouia * aomrthing you will find Is available ONLY FROM SILICA- 

AFTER SALES SUPPORT - Onfy From Silica 

Ran aidLrfied ihat wh+n y w cuy your ST <rom Silica Shop, yoi> wdt b* 1ully nippoiTad Our Iraa mailinga 
give naws tit reloaau and davalopmanu Thra win help to leap you up to dale with new aortwara rekuaAi. 
aa a^tl aa whal's happerwig «n the Atan marked. A/vd In adililion. uu> aalaa stelf are el the and or a 
tal&phona Una to SOrmc* all ol your Atari reqi^refrwila. ir you purchaae an ST If om Silica and woulif *tw 
any lachncaJ aditca, we hav« a r.jll nnwj lechnicth support beam lo holp you oat the bo*1 from your 
compvlar Because- we have bath Ih* Jtafl and IhA ty«lari*4 apacincaily dedicated to provn&no a her liilci 
aarvica on Aian ST compute-ns. we are contldenl bhat our utdrs anjijv an «u(Mpliopally high lent or 
auppori. This can l» facetted ONLt" FftiJM JjLICA. 

FREE CATALOGUES - Onfy From Silica 

At Silica InDp. mn (iWijr sH rmi wnrjjs users require an n depth, inronrnatlDn awrvk*. wlweh it why wa 
mail tree nemrBltem and prlca uta so our ST owner 1 Tfmvt aie up lo *9 pegea long and ant crariimBd 
win lAchnical datMa as wan as special oftora and product dafcripbona IT you h*i* already pon:ha»d an 
S 7 and would Ilka lo have your name aoded to ul • majlinq list, ploase- complatc- tha coupon ( rteurn It so- 

■ * Thia informBlio-i service Is available OHL¥ FFtQH 3ILJCA 

FREE OVERNIGHT DELIVERY - From Silica 

Moat ordera are proteased through nut «jmpvn,i ^ishin S* hcun ol recBtwg 1ham. Meal hardwora 
orflan, a/a wor by lha twomigW QROUP 4 ccunar uraor FFUEFf OF CHAFIQE lo cualorrw wilhn 1ha 
UK. Thu method halp* to artti^a mirwnum SWoy and rnajumum pr nbacilon. 

PRICE MATCH - Only From Silica 

Wa hepa that tha com tana I ion orou» low pficaa. l-fttt UK ct vnrv satvica. -RFF Sianar Kit and FflLt 
atler sain aupport aaV bwanpugh to maka you buy your Atari equiprr*en1 tram Silica Shop. II in**™*'. 
Ihara i» aomatning you wish to purchei*, and yog n (id on* or Our compeMiro olfenng il at a lower prlca, 
ihcr plaaae coniaci our wlas departmant. providing id wllh nut compamcr'a n*m« address and 
lelephonenumtwr irour compAdiiv hj* iria ywKls n stock, we- will normally matin lheotr*r-i;or,a'ia>ria 
pnoOuOl - same pnos' baaisi and s1ill provide you wttri ih.i rtomiiil Irmn delivery. We realiae thai are not 
i only enmpany whrj will m^fgh a gcrnpahfor'a pneo. Howavar, if you coma lb- ua for a pnea- rnalch, ypu 
I alao be antdlad 1o our afiar aalM aarvic*. including tree newsletlors and technical auppori, Thia 
i our pr lea match promise rather special, sromathino you will ia«4ive 4WLY FrKMI ttUCA. We donl 
iWant you lo go anywhar* «aa lc yuur Alan products. So shop at Silica, th* UK> Mo1 AU" Specielisl. 

SIDCUP (& Mai! Order) 01-309 1tt1 

1-4 The Mews. Hatherfey Road, Siticup, Kent. DA14 4DX 

LONDON Ol -5 00 483 9 

Lion House {1st floor), 22? Tottenham Court Rd, London, W1P OHX 

LONDON Ol -620 1234 ext 3914 

Setfodges (1st floor), Oxford Street, London, W1A 1AB 



SO MUCH FOR SO LITTLE 



There is nothing that can compare with the incredible valus Sot rnrjriey offered by Atari's 
52QST-FM. For only £260 r>VAT=£299), you can purchase a powerful 512K RAM computer, 
with a 95 key keyboard (including numeric keypad). MIDI interface, GEM, a palette ol 512 
colours, mouse controller, and a 5 12K built-kn disk drive. The 520ST-Ffvt has a TV modulator 
built-in, and comes with a lead to ailow you to plug it straight into any domestic colour 
television set. The mains trans-former is also buiJt-in to the keyboard, so there are no messy 
extern at boxes, you couldn't wis.h for a more compact, powerful and stylish unit. Atari ST 
computers are now firmly established in the UK. there are nearly 5W software titles already 
available (or a wide variety of applications and the list is growing all the lime. And trial's not 
all. When you buy your new 520ST-FM (or any Atari ST computer) from Silica Shop, you will 
get a lot more, including a FREE Silica ST Starter Kit worth over £100. Read the ONLY FROM 
SILICA section on tne left, to ebb why you should buy your new high power, low price 520ST- 
Flvt from Sll-ica Shop, the UK's No1 Atari Specialists, for further details of the range of Atari 
ST computers- and the FREE Silica ST Starter Kit, complete and return the reply coupon below 

ATARI 520ST-FM NOW ONLY £260 WAT=£299) 

o20S T-FM Willi 512K RAM A muno PlonllOr £3M (i nc VAT) Upgrade (rem 512K RAH la 1Q24K flAM £1 DO ( n C ' 



ATARI 1040ST-F - NEW PRICE 

We ase pleeVS#d lo announce a new induced pricp poinl c n lha 
MlJ&ST-r which ix now avallahla iix only t49S (IPC VAT). Thfl 
10« ii a powart.il corruTutay *1|h 1Mb 01 RAM add alao irvdudea 
a built-in 1Mb dOutih} BiO«t 3>i" dink dttw. Tha 1040 has baan 
rjABijjnerJ (or ua# Ofi buainass: and professional appliratlnna 
nnoa-l o\ wtiirjh rsquire-a h*gh rwaluhon rrvonrx^rirom* or colour 
mofiilor. II don not tliBTatoro hRvg an RF morJulBlur' Tor use 
with a dcmastlr; TV vn Modulators can b* •iltsd Par £49 [inc VAT). 

rVMflST- F rYayTMwW WMKrut tavnkv rw, ,. u: 

fWflST f RSQMM « riyh iwa flUrJa IM«m **"*»■ IStt ItrK M17 

ir you would Ilk* turthar deulli ol iha ItMOST-F. rrium itw crHjpon Mw. 

MEGA STs NOW IN STOCK 

For 1he Ut*r wlK> raauirea even more RAM lhan tha S2Q or ! MO 
ST'e arTe*. Ilia nerer MEGA ST contpulara era now BVBllaibie. 
There are two MEGA. 5T'*. Dfi* w/th 2Mb 01 flftM Mid bHaotlwr 
wltti a moMlw 4Mb. Both taw- computers axe tuHy cornipatibte 
with eKlBt>ng STfl and un ojrrenlly avoitabto ST saMwarc Ttwt 
UEQA STl in atytad bjs an expendable Central Procutltig 
Unil with open architecture- and a okatKbaM K-BybC4td. They 
are aiapplled wlHi OEM, a 1r«4 mouse controller and all extras 
a» wvHr-i ttiB 630 or 10*0. Pritet are aa follows: 

UECA STiVd t*nlKMrtf ' C*V JHf line VAT) 

*.T jUfi furytVi rtf f C<\) ' L 5 ? A*Ti>P MiiflMx OH fiM WITJ 

*»S*Sr«r6ACfl*f»rr/rttprj tiHt <*t. VAT} 

VtG*$T*Mbt(jir1>t>iiS* CFU*SUlSfUaualtkMiaf tOtt <irr. tarj 

H ymii would tk» further detalci of the MEQA &ts. reluro int coup04i oak™ 



ATARI 



# To: Silica Shop Lid, Dept ATdSfl IBS , 1-4 The Mews, Hatherley Road, Sidcup, Kenl, DA14 4DX ^ 

PLEASE SEND ME FREE LITERATURE OH THE ATARI ST 

Mr/Mri/Ma: Initials: Sumame: . 

Addrau: 



Postcode: 



ll * 



Dfl yau tHreody awn ■ cflmpubflr 
II bo. which one 6a you own? 



<Red<Rat 




Exciting Games! 



Two brand new all-action 
arcade games featuring 
Demons from Hell, Lost 
Souls and Giant Monsters 
that snarl and move in 
amazing nightmarish 
animation! 



A 




AND COMING SOON HI 
DOUBLE PACK No.1 & DOUBLE PACK No. 2 
TWO GAMES FOR THE PRICE OF ONE! 



Obtain a bio from your local software store 
or In case of difficulty, direct from 

Red Rat Software 

11 FENNEL STREET, MANCHESTER M4 3DU 
Telephone 061*834 4941 



